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inning is no problem now that 

you've got the Super NES Games 
Unauthorized Power Tips Book Il. The most popular 
games in every category are slashed wide open, including 


HOVENTURE 


enstein Young Merlin 


CAD BEAT EM UP 
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Actraiser 2 Clayfighters 


PLATFORM HACING 


Rock ’N’ Roll Racing 
SHOOT EM UP 


The Secret Of Mana 
SIMULATION 
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¥ elcome back, Super Nintendo game fans! Yes, we're pack, bigger, better 
and bursting at the seams with the latest and greatest Super NES 

NAF solutions and guides. Power-up and get ready to go all the way, as 35 of 

the newest and coolest Super NES games get the awesome Power Tips treatment. 
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ind. Your ticket to the big 


ne of the most popular games of all 

time is back in this amazing sequel. 
Taking the platform hack ’n’ slash element from the first 
game and adding huge playing areas and gorgeous graphics, Enix 
has another winner on its hands. However, there’s just one small 
problem, Actraiser 2 is probably one of the hardest Super NES games 
ever released. This guide is designed to help defeat the two bosses 
found on stages one through three, giving you tactics on how to attack 
them and how to avoid their fire. 


STA (5 F ] Once a beautiful country covered in flowers, it was cared for 
by hard working healthy people. Since the bizarre storm, 


however, people have lost all desire to live, let alone work. This land needs your help—now! 


Act 1: Fatigue 


The first boss on Act One should 

be easy right? Wrong! This scythe- 
throwing demon patrols the screen 
on his cloud, making it very difficult 
for you to move without being hit. 
He also uses the cloud itself to 
attack you, so be careful. 

Try not to use your special 
moves on this boss, because there 
are plenty of tougher ones to come. 
Instead, slash upward with the 
sword while standing underneath 
him. Then, when he throws a 
scythe, move to the other side of the 
screen and repeat the process until 
the boss keels over. 


Act 2: 
languor 


This giant slug-like creature may 
seem like a sitting duck, but don’t 
be fooled. Your target—his head— 
is only vulnerable when it’s outside 
the shell, so make the most of your 
chances. There are two ways to go 
about killing Languor. First, you 
can crouch underneath him and 
attack using upward strikes with 
the sword. This is extremely risky, 
though, because, being so close, 
you're prone to one of his many 
special attacks—remember to keep 
moving at all times! 

The alternative is to use the 
rock, just to the left of the boss, as 
a platform from which to launch an 
attack. As you jump through the 
air, a well-timed slash with the 
sword scores a hit. Now you can 
move and repeat the process. After 
six hits, Languor submits and 
victory is yours. 
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STAG F a This island was once a peaceful place 
Situated in gorgeous surroundings. However, 


a disagreement between the master and his queen plunged the 
population into turmoil. 


This country used to be a rich-spirited place 
STAG E 4 but all this has changed since the demon 
‘Gluttony’ conquered the land. Now the people spend all their time 
gorging themselves. 


Act 1: Envy 


The first boss on this 
underwater stage looks like 
an eyeball with a spiky tail. 
Not surprisingly, this hideous 
demon’s weak spot is the eye 
itself. Because your target is 
low on the ground, it’s quite 
difficult to land a decent hit, 
so the best tactic is to jump 
over the eyeball arid then slash down at it with your sword. Watch out 
for the spikes to the right of the boss—they kill you instantly! 
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N Jealousy 


The main head of this demon 
is Surrounded by a number 
of clones and, at first glance, 
these seem like the weak 
spot. However, the area you 
Should be attacking is the 
— tn —~€!£,, , green energy ball in the 
222 |1)|(1(//¢ Of the screen. 
The faces that move around the main head all attack you 
ferociously, so be on your guard and don’t get caught out by a fast 
attack—using the platforms is the key to avoiding them. Use a well- 
timed jumping attack to hit the green energy ball. 
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Act 1: Greed 


The huge, multi-eyed demon 
is one ugly mother. His main 
form of attack is the swarm of 
vicious demons he unleashes 
on you. Kill these as quickly 
as possible, as you'll find your 
task much easier with them 
out of the way. 

The more you hit the 
demon, the smaller he gets, making the final blows tough to land, 
as you have to get closer and closer to the edge of a tiny platform. 
Use both platforms to get to the correct height and aim your attacks 
toward the largest eye in the middle of the boss. If you find yourself 
in deep trouble, use the Fire Breath special attack as it combines 
maximum range and damage. 


aaa 


Act 2: Gluttony 


As this giant worm-like creature is attached to the top of the 
screen, his movement is severely restricted. The best time to attack 
him is when he lunges forward, as an upward slash with the sword 
scores a great deal of damage. By far the most effective attack, 
though, is to use a Raging Bomb special move. If you unleash it as 
the demon moves toward you, all three bombs will hit. 

You may find your movement is hampered by the missiles 
Gluttony spits at you and the hordes of creatures that crawl along 
the floor. The projectiles are best blocked with the shield, but the 
Small worm-like creatures have to be killed—a few low hacks 
with the sword do the trick. 
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oll up, roll up! All the fun of the fair with 
the ultimate guide to the final three 
levels of this showtime extravaganza. Locate the lives, clock 
the time and drive Edgar Ektor from the big-top for good! High- 
wired antics, this isn't for cous . 


y Museum 3—_The Tower : 
» Above and to the right of the start is an extra health point and time icon, guarded = a fee 


breathing stone face. Right of the second stone face is an extra life, up a sloping platform. 
When you reach the wall-mounted trampolines which catapult Aero diagonally up the screen, 
remember to make full use of your nit Each bounce Lot 2 as a pee ell A $0 eens at the 


~ zenith and land on top of the 


trampoline, then drop onto It, 

never missing and plummeting 
to the ground. Above and left of 
the first restart point is a Series 


\ of blocks leading toa 1-Up. 


Now you encounter greased 
platforms with saw block 
obstacles. These must be either 
ducked or jumped over— 
memorize the order: the first 
goes jump, jump. Thesecond, & | 7 
duck, duck. The third, duck, jump, and collect ot Lightning | icon and energy at bottom. 
Activate the restart ge: on the = to the next, which should be ducked, jumped, ducked 
—— 4 = “ee y then jumped before triggering another post. Below 
this, duck, duck, jump, jump, and the fourth 
restart post. Right of here, you can traverse lava 
and saw blocks to get two health points and the © 
‘B’ icon, or carry on down to three stars and 
bonus time, then further down to meet your first 


the blind leap, and start down the ladder. Just _ 

visible on the far left is a mid-air block with 

Lightning icon (two spins per jump), which can be 

reached by jumping left from the ladder and 

Spinning at your jump’s highest point. This 

enables Aero to grab the flight icon left of the fire-breather below, and add to your points tally. 
Run past both spinning spike-lines below and trigger another restart, before ducking, 

jumping, jumping and ducking the saws on ) 2 

the next slope. Carry on downward to 

collect an extra life from above the fire- 

breather. Another post, another jump, duck, 

duck session and past the ladder to bounce ~ 

three times on a trampoline and grab a 1- 

Up from between deadly saw platforms. 

Back to the ladder and down it, you find 

yourself on another slippy platform, 

ducking the first saw, Mane IaG over two at 


Pind and jump nike second. | — 


animated statues, then there’ s the ninth — 
_ restart post, plus a trampoline with stars. 
and extra life above it. Three spinning spike- 
Eee lines and the final post later, you gotta © 
4 jump, duck-jump (like last time), duck- 
| jump, then leap into the exit and restart 
i Bee : _ 


floating wizard (two hits to kill). Head right, across 


Reach the level below and dispatch two ie 
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ce _fast as you can. 


*Musedam A—_ _ 
Explore The Secret Passages 


Left of the start is a secret 
room containing four stars 
hung over saw blocks. Head 
right and spin your way into 
the first secret passage when 


_ you hit the wall. This opens 
into a room with goodies 


under the platform you come 


in on, and in the bottom right 
corner. Above this is a 
passage that takes you into 


the next room with a hidden 

section in the top right, and one in the bottom left, while lounging 

in the main room are bonus time and three stars. 
Below is a spinning spike-line 
with a hidden room to the 
“ae conta) a 1- el 


V h a restart oe and 
| energy above where you 
| py entered. La on left to alive 


eoritiant aa, a fie of indie but eal to 8) in the 

middle, as Saws appear on either side, before landing and heading 
lava-boat section you come to has no set tactics—just 

jump quickly and run under the flying fire on both platforms as 
ight after the lava: you'll come to. 1 St 


of ag spinning 
3, then ay restart point with brews 1 po 


and secret 


Museum 5— 
The Laboratory 


Left of the starting point is a hidden section with double-spin icon, 
which enables you to jump left, over the lava to a 1-Up, if you avoid 
the spitting fire. Head right ms 
to the diagonal, wall- 

mounted trampolines, which 

take you to the top right, and 

there's extra time in the top 

left (Spin over the last right- 

hand trampoline to land on 

top). Up and left of this, 

you'll find an energy icon. : 

The next room, to the right, holds a usta nant straight ron the 
Spinning spikes, while under the fire-breathing stone face on the left 
is a hidden 1-Up room. Carry on right you ‘Il get to a corkscrew 
elevator with four stars left of 

the top, and the same on the 

right (jump while it’s still Y 

moving to get there). One set | 

of wall-trampolines and a 

Mad Hatter later, you get to a 

‘dead live wire’ (i.e. one with ~ 

no current) with impassable 

saws half-way along. Just 

press [X] to hang offitby fF 4 

your fingertips, edge past the 

saws and [UP] on the joypad — 
takes you back. Another electric wire lies to the right, with five eneroy 
icons along the way. Keep heading right, past the corkscrew to a post 


with 1-Up in the wall above it. Up the ‘screw, and left from the top, in ay 


hidden wall-passage, are three energy icons, three stars and four extra. 


_lives! Back right of the corkscrew is a restart post and Mad Hatter, 


then loads of spinning spike-lines and four stars, with a restart post in 
the bottom left corner. Now head right again, past lasers to another 
post and lava section, live wire, saw block steps, lasers and that 


elusive exit—with a hidden 1-Up to the left of it. 
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ll-American Championship Football is 

the latest in a long line of Gridiron 
games on the Super NES but in a cluttered genre it offers 
something new. The pitch perspective is radical, the animation is 
great and the playability is brilliant, it’s also very tough. So if 
you re planning to take on the rest of the league in the very tricky 
tournament mode you’re gonna need some help. This guide gives you 
tips on the five best offensive and defensive plays in the book—so 


let's go kick some ass! 


Offensive Plays 


i-Form—Roll Out Pass: 
The quarterback gets the ball from the snap 

~ and then rolls out to his right to makes a short 
pass to a receiver slightly ahead of him. If you 
time the roll-out correctly you'll hit the 
receiver with no markers and could turn what 
is initially a “get out of trouble” play into a 
big-yardage gain. 


shotgun—Splits:- 
Running out of time and need yards quickly? 
» This is the play for you. It sends your wide 
receivers on a crossing pattern, two heading 
for the side line and two heading toward the 
center of the field giving you four targets to 
~ aim at. The defense will have big problems 
covering all four receivers, especially as 
they're all in different areas of the field. As 


long as you don’t overuse this play it proves a 


lifeline in crunch situations. 


Shotgun—Deep Out 


This is one of the best deep plays in the game. 
The Deep Out offers a low-risk high-yardage 
ratio that makes it perfect if the game is on the 
line. Two of your receivers go deep into the 
back field and one stays in the secondary 
giving you two sections of the field to aim for 
and increasing your chances of a completion. 


Opponents using a zone defense find = 

it very difficult to stop all three receivers. As a 
result, this play will almost certainly yield a 
first down. 


Ss lot——Flea-Flicker 

One of the best trick plays in the book, the 
Flea-Flicker can confuse even the most 
efficient defense. The quarterback passes the 
ball to the halfback, who fakes the run before 
passing the ball back to the quarterback, who 
unleashes the pass. The deception unsettles 
the defense, opening up the back field for a 
long bomb and major league yards. If used 


sparingly, the Flea-Flicker can get you out 
of even the most tricky third-down-and- 
long situation. 


slot——HB Sweep: 

This is a great running play that works 
particularly well if you've got a fast 
halfback. The quarterback hands the ball to 
the halfback who then sweeps to either the 
left or right into the lanes created by his 
blockers. Because this play doesn’t require 
you to run through the line of scrimmage, it 
can be used effectively by teams without a 
particularly strong offensive line. 


Goal Line—-Balanced 

If you find yourself back into your own “red 
zone’ you need a play to stop the 

opposition scoring a touchdown. The 

goal line formation stacks the line of 
scrimmage with your strongest players 

but still leaves a couple of men defending a 
surprise pass. This play is also very effective 
in fourth-down-and-inches situations. 


3—4 Wide Zone: 
As its name suggests, this play gives you a 
very strong defensive presence on the 
sides of the field. Use a Wide Zone if your 
Opponents need to stop the clock by 
stepping out of bounds. Because you have 
SO many players close to the side lines 
you'll be able to force them into using a 
valuable time out. 


Dime—Deep Zone: 
The prevent defense is designed for 
defending against the long bomb or “Hail 
Mary” play by putting most of your pass- 
defense men in the deep 
secondary. Obviously, due to the 


risky nature of dropping all your men into 
the back field and leaving big holes around 
the line, don’t call this play if you’re unsure 
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of the offense’s next move. In a third- 
down-and-long situation, though, this play 
is perfect. 


Nickel—Double Team 

As the name suggests the double-coverage 
play found in the Nickel formation puts two 
defenders on each of your opponent’s wide 


receivers, making it extremely 
difficult for them to make the completion. 
However, this play can backfire because it 
leaves big chunks of the secondary wide 
open. If the opposition wise up and call a 
Sneaky short passing play you'll be caught 
out. This play is most effective in third- 
down-and-medium-yardage situations. 


3—4——_NVILB Blitz 

lf you're pretty sure the offense is going to 
run the ball—second-down-and-short 
yardage for example—this play can reap 
excellent rewards. Your defensive linemen 
block, and blitz through the center of the 
line, making it very difficult for opposing 
players to break through. 
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OO ne of the greatest games of all time 

swoops onto the Super NES with 

hugely-improved graphics and new, amazing sound. 

Choplifter III follows the format of its predecessors, but the 

Super NES allows it to add new thrills and spills. There are 

more missions and end-of-stage bosses than you'd believe—unless 
you're already a Top Gun you're going to need some major help. 
Use the top-secret tactics in this guide to blast your way through... 


SECTOR 1: THE JUNGLE 


Giant Tank 


The tank attacks in waves, 
which makes avoiding the 
widely-spread shots difficult. 
At the start, only the huge 
gun fires—so stay low, and 
move behind the tank as it 
travels across the screen. 
After the tank has taken some 
hits, it changes its attack pattern, adding green plasma bolts to its weaponry. They stop you 
swooping down low, so stay directly above the tank and shoot down. 


Super Gun 


This deadly missile launcher has a weak spot in its base that is only vulnerable for a short time. 

When it is uncovered, give it all you’ve got. The super gun fires shells into the air in five different 
trajectories. As they appear, turn the 
helicopter on its side, which makes 
it more maneuverable. The shells fall 
in groups, so as one falls others 
follow in the same section. It only 
takes a few pieces of falling debris to 
kill you, so be alert and blast that 
weak spot. 


<4] Super Attack Rig 

=e This two-screen boss must be 
attacked in many places before it is 
destroyed. Your approach starts 
from the right, so concentrate on 
this side first; use your gun to attack 
the gun emplacements. When they 
are all destroyed, fly around and do 
the same on the other side. The trick 
to cracking this boss is to keep 
moving while blasting the weak 
spots with the gun. 


SECTOR 2: 
GUARDED HARBOR 


Armored Boat 


This boss is easy. It’s basically an aquatic version of the 
Giant Tank so use the same tactics... The Armored Boat 
does have a few more tricks up its sleeve than the tank, 
SO be on your guard. 


SECTOR 3: CITY UNDER SIEGE Attack Helicopter 


Giant Tank 2 This Attack Helicopter is so huge it makes your craft look pathetically small: A 
. | ‘cise tricky boss to defeat, because it doesn't really follow a pattern, but there are a 

The Giant Tank is back for revenge, and this time it’s twice few special tactics that 

as mean. It now moves faster and has much more help you gain an all- 

firepower on board. This tank attacks you with projectiles important advantage. 

right away, so stay high and blast it as it moves from side Study the chopper’s 

to side—as you did in the second part of battle one. It takes movements and then | 

more hits to kill, so don’t give up—and keep dodging! try to anticipate when — 


it's going to attack next. 
Move before it launches 
an attack, and while 
dodging, keep blasting 
like there’s no 
tomorrow. This is 
probably the hardest 
guardian in the game, so 
don’t rush and above all 
keep your concentration 
at all times—practice is 
definitely the key! 


SECTOR 4: 
CAVE NETWORK Cave Installation Boss 


Super Rock Crusher There is one word that sums up this boss: easy! This guardian has three weak 
spots which all must be destroyed in sequence. You should have a few super 
missiles left—be careful not to waste them all on one weak spot. Spread them 
evenly over the three and you'll make your job easier. 
The final weak spot is slightly guarded by a rock formation, which means 
you must be more accurate with your shots. Take a few more seconds and 
make sure your attacks hit the spot or you'll just end up wasting them. 


First, destroy the two laser-firing cutters located on 
either side of the cockpit using your super missiles. 
While you are blasting the cutters, they fire green 
laserbolts at you. 

When you have dealt with the cutters, aim for the 
main cockpit area. Start by using your super missiles, 
and then blast away with the gun. Finally, destroy the 
Small laser gun protected by a metal panel. 
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layfighters features the zaniest, most 
far-out characters of any fighting game 
ever. To be the new king of the circus you're going to 
have to fight your way through some mean opponents. Use 
this guide to master the inside tricks that make even the 
toughest bouts seem like child’s play! 


Bad Wir. Frosty 


Frosty has a nasty habit of letting 
you get ahead in the fight and then 
coming back with a fast combo to 
Snatch the round. 
Watch out for his sliding Super 
Punch. This mammoth strike drains 
energy whether or not you block, so 
avoid it with a well-timed jump. 
Frosty’s Super Snow Ball move is 
rare but proves extremely hard to 
Stop. If your character has a 
projectile—most do—use it to stop him in his tracks, otherwise try a jumping kick. Keep Frosty at 
a Safe distance and don’t give him a chance to use his close-in power moves. Fight fast and you 
Should come through. 


Taffy can give you major problems if you let 
your concentration slip. Jumping toward him and 
attacking with a strong kick, then going straight 
into a strong sweep is a great tactic that virtually 
always catches Taffy by surprise and causes lots 
of damage. 

He is very vulnerable when he begins to 
charge up his Taffy Whack, and easy prey to a 
fast attack. Counter attack with your most 
powerful move or favorite combo for the greatest 
effect. 


Tiny The Blob 


Short, sharp attacks are the key—move in, The Blob is the least predictable opponent in the 
attack and then quickly retreat. If you can do tournament. Because his moves are So varied, the 
this effectively you can contain Tiny and, at Blob has no real pattern and can attack from long 
the same time, limit the chances he has of range. or close-in with seeming equal ease. 
using one of his super powerful moves. Staying alert is of utmost importance. 

Even when you are apparently at a safe Special moves are the key to beating The 
distance from Tiny, stay on your guard. He has Blob. Use them often and well—a character 
a deadly Sucker Punch which carries him the that has a good projectile move has a big 
width of the screen. , advantage in this match, as you don't need to 

risk close combat. 
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Blue Suede Goo ickybod Clay 


Blue Suede Goo’s Hair Blade attack gives him an excellent weapon Ickybod Clay has a good fireball attack and a dragon-punch-like 
to use in a middle distance stand-off. To deal with it, move that makes it very difficult to jump toward him. Stay back 
jump toward him and kick and wait for him to come to you. When he jumps toward 
just as he begins to let the you, use a strong sweep to 
hair fly. The Humming take his legs away as he 


attack is Blue Suede lands, just before he gets a 
Goo’s long-range attack, chance to block. 


but it isn’t that difficult to lf you can trick Ickybod 


avoid. It leaves him : into doing an Ecto punch 
vulnerable to a jumping and then make him miss, he 
kick—like the one used to will be very vulnerable on the 
combat the Hair Blade. way down. You then have 
the perfect chance to use a 


Bonker : ) power move—like a throw— 
Bonker is the maddest of the clayfighters. He has a portfolio of deadly as he lands. 


moves, but his Cutting Cartwheel is particularly dangerous and very N_Boss 


to pass—trying to fight your The dreaded N.Boss may look tough, but he has only one real form 
way out of the situation results of attack: he can throw two Dies and one snowball at 
in you taking big hits. : once. Unfortunately, this 


Bonker’s Flying Pie move is makes it nearly 
risky but not particularly fast, impossible to stay in front 
and you should have plenty of of N.Boss for long 
time to avoid it. The Fake without being killed. 
Flower Spray is another move The only solution is to 
he uses regularly: if you get too jump toward him and 
close, Bonker drenches you in attack with everything 
deadly water. The solution is you've got—use all your 


simple—don’t get in too close! character's special 
moves, and keep 


attacking. Low attacks 
work particularly well. 


Helga 


Helga’s Viking Ram is a very fast move and does apa damage if you 
don't block: do your best to avoid it. Just as she comes out of 
«= the Viking Ram grab her and use 
a power throw. 
~ Use the same tactic for the 
sj» Valkyrie Ride, but be careful: this 
move is faster still and requires 
~ even better timing on your part. 
= Helga’s deadliest move is the 
“™ Viking Song, which has a 
deceptively long range and does 
~ much damage. 
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ADVENTURE 


his huge Sony release has you guiding 
a young adventurer through vast 
"isometric dungeons in a quest to save his imprisoned 
: _ father. Colorful graphics, smooth animation and atmospheric 
~ $ound combine in this difficult epic that often has you hopelessly 
» outwitted. But nothing is impossible in video games: check out these 
tips and overcome some of the tougher enemies that inhabit the 
- dungeons of fate. 


The first thing. you need to at to grips” 

with is the game’s perspective, a 
Strange looking 3-D isometric view. 
Negotiating your route is difficult and 
with none of the on-screen blocks 
casting shadows, judging their 3-D 

_ position is tricky. Before jumping a 

block study it’s position by lining it up 
with other blocks nearby: a long 
process but better than missing and 


Raa impaled on a spike. 
Another headache in all the dungeons are ie 
» heavy rising and falling gates. Get in the way and 
-you’re killed instantly—watch the perspective and 
_ don’t rush things! Nait for the door to move eu); ~ 
_ ‘then dash through. i 
The above-ground sections may seem a little 
> Gaiotiess but you can use them to gain extra magic 
ae health. Walk around the land until you oe a 
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‘Magical Spells 


The instruction manual is vague on the numerous Pages) spells 


found in the game. Here is a complete 


guide to the spells and the ideal times. | 


to use nem, 


| Heal : 

‘This is the first magical spell you find 
in the dungeons and the most useful. 
Every time you use this spell you 
_trade one of your magic points for a 
point of energy. If in trouble and low 


doors. Use this spell and all doors in the room will open is ~~ s 
spell does not come cheap—it costs four pieces of magic. | 


Reveal 


This unusual spell reveals any hidden bl 

on the screen, so you don't have to guess © 
where to jump. While it may not seem § SO to. 
begin with, it proves helpful in later 
dungeons. 


Zap 
| The most powerful offensive spell in the | 


game. It kills every bad guy onthe screen 

instantly—great if you enter a screen full of 
_hard-to-get-at enemies. Don't overuse it as it 

drains your LenS ee. . 


on energy use this spell to give 
yourself enough energy to get back to 

_ the dungeon entrance for an all- 
important save. _ 


save 
Enables you to save your OBE at any it A useful facility to 


Slow : _ 
- - UE peeond ine proves very useful if 1 have to kill m 
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Tactics / | 
Football is a complex sport that requires spot-on judgment and the ability to change your 
tactics for every situation. The seeds of victory should always be planted in the dressing 
room, by wisely deciding what formation to choose and what style of play to adopt—so 
here’s a list of both the strengths and weaknesses of each style that should make things 
a little easier. 


Team 
strategy 


All-out attack: Throws 

your men forward in an 

attempt to grab goals. Even 

defenders will push up to the 

midfield, once under the ee ee ae oe 
CPU’s control . 7 ee Gur uetend 


Attack | 


All-out defend: The exact 
opposite of above: your 
team will stay back and 
defend the goal at all cost. 
Even some forwards will head back to lend a hand, usually leaving just one striker up front. 


Long Ball Game: The long ball game is one of the ugliest forms of football around, but it 
certainly gets the job done! The basic principle is to pass the ball from one end of the pitch 
to the other, and with your team playing this style, your attackers look for a long pass from 
the defenders. You don’t need much of a midfield, so change your formation accordingly. 
This is a good method for frustrating the opponents and scoring that late equalizer. 


Formation 


4-2-4: This is the formation to go for if you don’t 
like passing the ball. The midfield is virtually 
empty, with all players either back in defense or 
in the opponents’ half and looking to score. The 
ball can be played directly from the defenders to 
the forwards, cutting out the midfield area. 


3-9-2: The five-man spread will stay back and 
guard your penalty area at all times, resulting in 
a relatively weak midfield and two lone strikers 
up front. This is the formation you should look 
at if you're defending a one or more goal lead 
in the second half. 


4-4-2: Attack is the thing that stands out in this 
formation. Only two defenders are used, with the 
rest of the team concentrating on the midfield 
area. Your team will push forward at every 
opportunity in the hope of scoring. If you're 
chasing the game and time is running out, then 
this is the formation for you. 


4-3-3: The best all-round tactic, the 4-3-3 
formation gives your team a strong defense 
and a well supported midfield without 
neglecting your attack. If the game is close and 
you can't afford to give anything away, this is 
the formation for you. 


Sweeper System: A defensive style, the 
Sweeper system leaves one player with no fixed 
position, so that you have an extra man wherever 
you need him. For example, the sweeper could 
push up if you need a quick goal but then become 
-@ a defender in order to sustain a lead. 


On-The-Pitch Skills 


Tackling: Don’t go in too hard. If you go flying into your 
tackles you’re going to get players sent off in no time. 
Always tackle from the front as tackling from behind is 
a risky business. Delay the tackle until the last possible 
moment, as this will give you a better chance of coming 
away with the ball instead of a red card! 


Passing: If you choose to play the passing game, you 
must learn to be a skillful and accurate passer. When 

passing, always look down the field to where you’re about to 
pass to—it’s no good making a brilliant long pass, only for it 
to land at the feet of an opponent! Don't be too aggressive with your passes or you'll end up 
scattering your players all over the pitch after the ball. More important is knowing when not 
to pass—don't pass just for the sake of it, only when strictly necessary. 


Substitutions: In longer matches your players are going to get tired and you only have 
two substitutes, so use them wisely. Try and keep both until the second half, as using 
them any earlier is a waste. If you're leading the match then the best tactic is to take off 
an attacker and bring on a defender—if you're losing then the opposite applies. 


Shooting: The most valuable and difficult skill in the game. Shot accuracy should be 
foremost in your mind, as this forces the goal keeper to make the save (wide shots only 
make his job easier!). The type of goals you can score will vary depending on the 
Opposition: you won't put 
a forty-yard rocket’ past 
the Brazilian keeper too 
easily! The most 

effective way to score is 
crossing the ball from the 
wing, then going for a 
header or volley in the 
penalty area. As you're so 
close to the goal it 
reduces the keeper's 
reaction time, making the 
odds of hitting the back 
of the net much better. 
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lashback is one of the biggest and 

toughest platform adventures ever, 
featuring six huge levels each packed with hundreds of 
baddies and countless fiendish traps. This expert guide takes you 
through all six levels, giving you tips for each, and showing how to 
overcome the hardest tricks. It makes hero Conrad Hart’s 
awesome task of Sea the ie Rat much, much easier.. 


Level 1 : oo 
When the mission starts, Kill the guard and. 


pick up the energy cartridge he drop ee ie 


need it later. Once you’ve found the electro- - 
charge point insert the energy cartridge, this 
charges it ready for use. Insert the charged 
cartridge into a machine located by a huge ravine 
to produce a laser bridge, allowing you to cross ~ 
the ravine. Put the stone on the sensor to keep 


the elevator down then collect the teleporter. Take this to the wounded man and collect the ID card 


he leaves behind. When you have the necessary 500 credits, make your way to this old man at the 


bottom eee corner of the screen and we an ae es 


3 ‘Level 2 
Aq The city of New Washington is the setting 
for level two. Beware of the cyber police, as 

“ they open fire on sight! Once you have - 
spoken to lan, exit to the right and you find 
the switch has a blown fuse. Drop down to aoe 
screen below and kill the guard. He drops a 
fuse, pick it up and use it to get the elevato 

eG: Now go and see the bartender. He - 


and og es the tasks hey set ap 


Death Tower is a futuristic game ee and your a aim 

is to get Conrad to the top in one piece. The tough 
guards are virtually impossible to kill, so you're advised 
to run past them. When entering deck six of the tower, 
you re offered a choice of continuing left or right. Go 
right and flick the switch which opens the door allowing 
you to exit. Now break both the laser beams on the floor 


_to open the top door, and continue on ee re 


Level a4 


ek on ea the police have been notified of your 7 


save the game am ou ve done He 
Flick the switch in the top fight corner to 


“needed to eee the bees at the bottom of this 


ae the rock below move, then collect the key 3 


ave 


tO 


stage. Crouch here and roll forward. This allows access to the save the mutant. Pick up the mechanical mouse and place it on the 

pole which you should use. When your save is complete, flick the bottom left sensor. This makes the door rise. Now stand around 
switch and turn off the laser gate. Kill the electro ball before the here and throw the tele-receiver through the laser gate and use the 
moving laser gate catches you up—it’s tough but timing is the key. tele-controller to warp past the obstacle. Jump up and flick the 
switch, climb down, shoot the bottom door and flick the switch 
inside. Now kill the mutant. Finding this save point is crucial, as 
dying now means you've got to do the rest of the level over again. 

Once you've got the key from the bottom of the level return, use 
it in the lock then pick up the exploding mouse. Don't touch the 
switch to your right, it activates the elevator, and if that goes back 
down you're stranded. Climb down and kill the mutant, flick the 
switch and the doors to the right open. 

Now use the key you found as you entered this screen on the 
lock to open the 
trapdoor above. 
Timing your jumps 
is vital at this stage. 
Wait for the mouse to 
get close to the sensor 
corresponding to the 
laser gate and then 


Level 5 
Start by finding the 
teleporter to transport 
Conrad to the alien 
stronghold. The first thing 
you ve got to do Is get 
your gun back and kill the 
guard—now pick up the 
key he drops. 

This laser gate is 
tricky and success Is all 
down to careful 
judgment, so time your 
jumps right and don't rush 
in. This ts the first time you 
see the shape shifter, it’s 
fast and hard to kill— jump. Kill the guard as 
rolling with your gun you appear on this 
drawn is the key to success. Kill all the laser balls as it makes avoiding __ level or he blasts you—be ready to use the shield in case you re not 
the moving laser gates much easier. Don’t jump off the ledge—you'll fast enough. 
die! Climb down and then drop off, walk to the left and exit the level. Shoot the laser on the left and it destroys the sphere and opens 


the trap door. Use the tele-receiver to get down the hole as its far 
Level 6 too deep to jump down. Stand on the middle platform and shoot the 
Only one stage from finishing the game and putting pay to the aliens’ dangling muscle 


plans—keep your nerve and keep saving! The switch opening the and keep changing 
door is found up and right from the start point, beware of sides until you cant 
hit it anymore. Once 
you've done this, pick 
up the key and use it in 
the door to your left. 
The elevator now 
transports you down tO [was see : 
the final section. — ee 

Throw the tele-receiver from here back across the two laser gates. 
Now drop the atomic charge and activate the switch to your left. As 
the atomic charge disappears, use the tele-control to warp past the 
laser gates and go back up in the elevator. From here, keep going 
right until you come to a dead end. There’s an elevator in the middle 
of this room, use it to escape. Congratulations! You've made it. 
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“4 (H] S far as Japanese adventure games 

go, this was the first and remains, 
without a doubt, the very best. From the outset, you’re 
faced with horrendously cute action sections and mind-bending 
puzzles, only enhanced by the lengths the programmers went to 
to ensure you didn’t get bored when stuck. Fed up with playing Gradius 
while you try to figure it out? Paint the canvas and bash the moles no 
longer! All the answers are here... 


Final Bosses 


Lantern Demon 


The final boss’ first incarnation is that of the 
ornate and deadly Japanese lantern-holding 
Demon from the second zone. As you've got 
this far, you already know how to defeat it: 
smash the lamps in order: white 


over the place. To begin, smack him 

a few times, watch him reassemble, attack : - 
bit more while he bounces around, then keep 
a good distance before turning and hitting 
when he stretches sideways from the floor. 
Just stay ina corner when he reassembles 
again and begins growing, constantly jumping 

ones first, then red, then the one that passes ne nom Caper pees 

for his head. Be careful when he jumps, you ~ aE 

have to recognize in an instant whether it’s 

going to be a giant leap or small step, and run 

underneath or retreat accordingly. Jutsu 

weapon number one is pretty useful here: the 

Psychedelic Tiger's powerful attacks are best 

used on the red lanterns, to get rid of as many 

as possible before they begin to spit fire. 

Taking no hits is most important, though, ’cos 

there's a long way to go from here... y 
and attacking to enlarge him as | 
quickly as possible and restrict his movement. 
When he can’t move any more, one more ts 
thump and he’s spinning into the middle 
distance. See, Mode 7isn’t scary atall!Do 
take your time, though, haste breeds 


carelessness and you need every last pixel 0 oo 


that energy bar for the next Boss. _ 


Evil Face 


You've met this grinning ghoul before, too. 


You shouldn't have forgotten how 
astoundingly simple he is to defeat, either, 
especially if you have Jutsu power number 
four—the swishing red lion’s mane—to 
follow him with and score multiple hits. Use it 
when he’s about to elongate and stretch all 


Lion-Riding 
samurai Archer 
After lulling you into a false sense of 
security with the last two enemies, the CPU 
chucks everything it has at you in the shape 
of this ghastly green bowman and his 
maddening mount. His only form of attack 
is to fire three giant arrows into the air, 
which spread out to cover most of the 
screen before raining down on your head. 
So, not surprisingly, the Gold Helmet is an 
essential aid to defeating him, but don’t rely 
on it, it should be there as a safety net for 
when you mistime’a run and take an arrow 
in the skull. 

The pipe’s useless, the Yokohama Yo-Yo 
does nothing and not one of the 


four Jutsus even scrapes his energy bar. The 
secret is to knock his own arrows back in his 
face—but not too low or that damned lion 
swipes them away with his paw. 

Use your pipe or Yo-Yo to knock the 
arrows back, although you can only be sure 
of doing so without getting hit by the other 
arrows when he has retreated to the far 
right. Once he has, the next two (or three if 
you're good) attacks are good for deflection 
and you should scuttle back between the 


arrows to the safe haven between him and 
the arrows’ destinations immediately after. 

Even with all that to remember, 
actually knocking the arrows back is still 
not easy. You have to hit them 
Somewhere around the middle, although 
it’s safer to alm low than high, and you 
must be jumping forward to get high 
enough to miss the lion—your momentum 
as you go forward will knock the arrow 
back, otherwise it just spins in the air and 
turns back to skewer you, making this the 
toughest boss Ying and Yang will ever 
face! When the arrows fail to damage him, 
aim for the lion’s head. 


Rolling Samurai 
Your brain must be aching after that intense 
and gruelling concentration, but you can 
relax for a bit with this fella. His attack 
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pattern is to roll left to right a couple of 
times (climbing the walls a bit on each side, 
then gaining momentum on the way down), 
then uncurl and stand for a second, which 
is when you must bop him round 
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the face with the Pipe or Yo-Yo. Jutsu 
weapon number three is a real bonus here: 
if your energy s looking a little anorexic, use 
it to fly over his rolling attacks and you're 
guaranteed to be damage-free. 

When he trundles along the floor, jump 
Straight up as he approaches, wait until 
he’s directly below, then push the 
opposite direction on the joypad to the 
one he’s traveling in to land just past him. 
lf he’s bouncing instead of rolling, it's no 
great feat to simply run underneath. He 
has no attacks, and he soon has no 
energy either. 
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he amazing Super Nintendo conversion 

of the coin-op smash hit features 
everything that made its arcade parent so popular, 
including simultaneous two-player gaming and a light-gun option. 
lf you want to get from the initial bank mission to the final battle in 
the chemical plant, you better read on, rookie! 


The Bank Robbery 

When you're not shooting, keep your gun 
pointed at the center of the screen. Wherever 
the next foe appears, you'll only be a second 
from blasting him. 


Section two is set at the rear exit. This 
doorway provides an excellent hiding place for 
baddies, as does a car parked outside. Dont 
forget to look for weapon power-ups hidden 
behind the door. 

The final section is the car chase, when 
baddies jump up from beneath the body-line 
of the motors gunning for you. Be sure to 
knock out the glass in the cars to make your 

job much easier. The boss on this 


Stage carries a huge rocket launcher and takes 
loads of hits to kill. The rockets he fires at you 
do much damage, but can be destroyed easily 
if you time your shots well. 


Downtown Assault 
This introduces you to a new type of villain 
to make your job much tougher— 


the knife thrower. He has very 

Small knives and moves quickly— 

timing is all-important. Watch out for the 
many civilians, because killing them knocks 
down your percentage and loses you a life. 

The second section of this level is set 
around the turnstiles in a subway. It is similar 
to the bank level set and the same tactics can 
be used. 

In the final part aboard one of the trains, 
blast the glass early to make seeing the 
baddies easier. It takes good timing to be an 
accurate shot on this stage and practice is the 
key. The boss of this section is a bullet-proof 
vest-wearing, knife-throwing maniac. Aim at 
his head, while shooting down the knives he 
tosses your way. 


Hijacking 
Your third mission is at the KHL International 
Airport, where terrorists have taken over. The 
first section is on the runway itself and the 
jumbo jet gives the baddies plenty of places to 
hide, like the plane door and the bottom of the 
Stairs coming from the plane. Also watch the 
crates that move up the conveyor 


belt, as some hide bad guys (others contain 
extra weapons). 

The boss on this stage tries to escape in 
his private jet, firing high-powered, energy- 
draining rockets at you. Aim at the head of the 


guy shooting the rocket launc 
some pc and a few wes bu 


The Gu nru nners 
On arriving at Gallo Harbor, your tas 


to eliminate all the terrorists in the area. © | 


The first section features two cars with 
bad guys popping up from behind, 
| see igo uardly any time yin 3 


take at least two hits. 


Cruiser and attempt t 
— has about ten windows used by. the bad 
- guys to surprise you—some extrem y 
fast shooting is required, but always \ 

: the civilians. 
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ohn Madden Football ‘94 is the best 

American football game on any system 
anywhere, offering realistic sound, mind-blowing graphics 
and the best NFL action around. There’s one problem, the National 
Football League is not an easy place to learn the ways of the gridiron. 
Make no mistake about it, the teams in the toughest football league in 
the USA will give you no breaks. You’re going to have to be a fast 


learner if you want to keep up! 


You'll be in one of three positions when 
playing a game of American football: winning, 
losing or drawing the match. The type of 
plays you call and the amount of risk you take 
will be governed by this single fact. 

Because of the nature of American 
football, there is no one particular play or set 
of play—offensive or defensive—that will 
work every time. So rather than a list of 
meaningless plays, this is a quarter-by- 
quarter guide to what sort of game you 
should be calling, depending on your scoring 
status. No matter how good or bad you're 
doing, you'll be able to steer yourself in the 
right direction. 


Ist QUARTER 
Losing the game: 


Don't worry yet: at this point you can afford to 
give away a Short lead, but be sure the 
opposition doesn't blow you away in the first 
quarter: it's not easy to come back from a 
huge deficit. Make all your possession time 
count and don’t give the ball away on stupid 
turnovers. 


PASS 10 #82 FOR 
A GAIN OF 26 


Close game: 

When things are close, it’s vital not to make 
simple mistakes and turn the ball over too 
much. Make the most of every possession 
you get and score on each. You'll put more 
pressure on the opponent's offense and force 
them into mistakes themselves. 


Leading the game: 
It's a smart idea to make good use of your 
early advantage and try to score as many 
points as possible to prevent the other team 
getting into the game. Building a good lead at 
the start of the game will prove useful later on. 


2nd QUARTER y 
Losing the game: 


This is one of the best times to bring yourself 
back into the game, by scoring just before 
halftime and giving yourself a bit of 
momentum to limit the chance the opponent 
has of retaliating with another score. Use 
mostly passing plays, as they'll get you down- 
field in the shortest amount of time, 
employing the occasional running play, just to 
keep the defensive linemen on their toes! 


Close game: 

Don't get hustled by your opponent, as letting 
them pull out a lead now would leave you with 
very little time to get points of your own and 
give them all the momentum going into the 
dressing room! Keep it steady and make them 
work for everything. 


Leading the game: 
The second quarter is where the game really 
Starts to take shape. As before, use safe plays 
that won't give the opponent a chance to pick 
the ball off—a good balance of running and 
passing is usually enough to keep the defense 
guessing and you driving down-field nicely! If 
you make every possession count then you 
cant go wrong. 


TOUCHDOWN? 


Sed 


SACKED BY #52 
A LOSS OF 11 


3rd QUARTER 


Losing the game: 
Don't press the panic button just yet, you've 
still got time to come back! Think about 
using less running plays and concentrate on 
passing. Try to get out of bounds to save 
valuable seconds. You simply must score 
points in this quarter, so always be alert and 
take every chance you get. 


Close game: 
Feel the pressure yet?! The third quarter is - 
make or break—if you pull away with a 
lead, then you're in a very strong position 
going into the final quarter. Don’t make 
mistakes and give the ball away—make 
every attacking possession count and put 
that pressure on your opponents. Use a 
smothering defense to stifle their attacks 
and waste time—just make sure you come 
out of this quarter with the lead and you'll 
be okay. 


Leading the game: 
The third quarter is one of the most crucial 
times in the game. Putting pressure on the 
offense with a strong defense is a very good 
tactic—if you can slow your opponent down, 


you're going to make them rush into some 
big mistakes! Use the clock to your advantage 
and waste some valuable time. 


SACKED BY #51 
A LOSS OF 13 


4th QUARTER 


Losing the game: 
Trouble! You're losing and time is running 
out—this is the stage of the game where 
you throw caution to the wind and go for 
those big plays. Running plays are all but 
redundant as they don't give the required 
yardage. Throwing plays are the order of 
the fourth quarter, although you can use 
the odd running play in order to confuse 
the opposing team’s defense. Use 
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blitz plays to force the offense into making 
mistakes. Remember, never give up: it only 
takes a few moments to change a game. 


Close game: 

This is certainly no place for the faint 
hearted! Don't give the ball away and waste 
the chance of scoring points. If you are 
trailing by more than seven points, you'll 
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have to score twice before the final gun— 
use every possession and always come 
away with at least three points. Your 
defense also needs to be strong, so rush 
the opponents as much as you can to force 
a turnover. 


INTERCEPTION? 


Leading the game: 
Be sure you don't give away any stupid 
turnovers as things can easily change. 
Wear the clock down with running plays 
and simply move down the field as slowly 
as possible—throwing plays are very risky 
as an interception will give the opposition 
the chance to score six big points. At this 
stage you dont have to risk the game at all, 
you re leading and your opponents have all 
the work. 


#44 RUNS FOR 
NO GAIN 


oie tillage 


ot content with being king of the 

NES, Capcom's cutest platform hero, 
Mega Man, makes his 16-bit debut in this stunning 
platform extravaganza. But when the action starts to heat up, it 
needs a special kind of gaming genius to save the day. Luckily, 
help is at hand... 


Chill Penguin 
stage 


Your first enemy after the Ice- 
Hares is the Woodcutter and his 
never-ending robotic tree. Keep 
the X-Buster charged at all times 
and release the blue fireball into 
the tree to clear dead wood. Now 
smash the cutter with repeated jf “is = 
normal fire before the tree grows 4 ae 
again and starts launching logs [fia 
your way. This ‘charge then 
blast’ tactic is your standard 
attack and is the most effective 
method of beating enemies. 
After a few more Hares, Woodcutters and an indoor rolling spike-wheel section, you reach 
one of Dr Light’s capsules for a speed upgrade which is 
indispensable later in the adventure. Shortly, you're 
treated to your first taste of the gigantic alternative 
robot body. It’s a fun toy with the best crunching 
punch sounds this side of an Arnie flick. It also lets you 
access the short-cut, which begins just before you enter 
the cavern, about two screen-lengths right of where you 
find the giant robot. Leap onto the block just before the 


cavern mouth, and jump again, 
launching yourself out of the robot at 
the highest point of the leap. While in 
mid-air grab onto the side of the 
cavern’s roof, then onto the roof itself 
and travel right, back to the normal 
route, to bypass a host of enemies. 

Dispatch multiple little green snow- 
throwers in the few short bounds it 
takes to get to Chill Penguin. 
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Boss: Chill Penguin 


Charge the X-Buster in the tunnel before Chill’s arena, 
and enter with it still fully powered up. Release the fire 
button as he powers up his energy bar, and the blast is 
automatically triggered the moment battle commences. 
That’s your free hit: combat starts in earnest as Mr. 
Penguin breathes short-range ice clouds, opening himself 
up to a volley of fire from the ‘Buster. His breath creates 
ice penguins, which can be blasted to pieces if he starts 
breathing again, or left if he raises his head: an indication 
that he’s about to charge and break them himself in an 
effort to get to you. To avoid him, jump up the wall— 
you're Safe, for now! 

Chill uses one of four attacks in no set pattern, but each 
is easy to avoid. If he raises his head to run at you, jump 
over and hit him with a charge as soon as he slides to a 
halt. If he creates more penguins, you know what to do. If he jumps 
in the air, tap right twice to get out of there. He may hang from the 
ring in the ceiling, in which case climb the wall and energy-blast him 
off it. Failing that, he summons a blizzard and either directs ice 
penguins your way or hangs from the ceiling. Either way, you know 
the procedure and his assets will be frozen in no time. 


spark Mandrill Stage 


While negotiating the quick-fire currents of Spark's domain, keep an 
eye out for these floor-bound pests arriving at two second intervals. 
You already know how to 
deal with the big blue 
robots, just remember to 
watch for the current and 
take any combination of 
ladders as they all lead to the 
~ power-cut section. Your 
& journey is hampered by 
lightning-fast flying robots, too 
~ quick to respond to once they 
» arrive on screen. Only two cross your path and both can be halted by 
releasing an energy blast every time you jump a chasm. 


The first mid-stage boss, a bubble creature with base- 
mounted laser, lurks down some ladders. However, you have 

_ the ae ae yee to Shotgun Ice, now! The giant globule 

™, launches four glue bubbles at a time, which stick you 

} to the floor. If you’re caught, flick between [LEFT] and 

[RIGHT] to free yourself before dashing underneath as 

the boss travels across the screen, blasting 

intermittent laser-fire. Don't worry about being glued 


La 


= to the floor now, as the bubble lands in the middle of the 
arena and lets you empty multiple ice blasts into it before taking 
off again. It now repeats the ‘four-bubble-then-laser’ routine, but, 
as you know the pattern now, you can climb the wall after freeing 
yourself and get a couple of sneaky extra hits in before dashing 
between its blasts. Repeat this proceedure a couple of times and 
it’s on with the show. 

Biue weapon refills left by dead enemies are now a priority, as 
you struggle to refill Shotgun Ice before meeting Spark Mandrill. 
An easy way of achieving this is to take two steps back after the 
first flying foe in the darkened section, then move forward and 
shoot it, then back, then forward and blast... etc, until it’s dropped 
enough to totally replenish your ammo. The gun turrets are no 
problem, alternately firing diagonal and sideways shots, but they're 
often guarded by motorized enemies on wheels, which are 
kamikaze and must be shot on sight. Mandrill awaits... = 


i 
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Armored Armadillo Stage 


Leap onto the first futuristic mine-cart you see, ignoring the bats 
above as you soon outrun them. Let the cart run its course, 
dismounting as it bounces off a wall, to get thrown left a little. 
Press on right, taking out saw-throwing birds, and carrying onto 
another with two homing bats above it. Wait until they're in front 
of the bird before 
letting loose an 
energy blast to 
take out all three. 
This is an essential 
Skill, as these 
enemies appear in 
this formation 
repeatedly. 
ry see Venture deeper 
al i. al Lid underground and 
into the path of a large rock-crusher. Ignore the enemies in your 
path, let them take a couple of energy points each as you run past 
and complete your objective—getting the hell out of that rock 
crusher’s way! Lost energy can be immediately replaced by 
wasting the abundant bats and grabbing the top-ups they leave. 
Notice those yellow hard-hat robots just now? Rid yourself of 
the pests by inching toward one, X-Buster charged, and releasing 
the energy blast just as it peeks from its protective head gear, 
before it shoots. You better get used to doing this since you have 
to be fast on the inching and faster on the firing as you 


Boss: SPARK NANDRILL 


Again, you get a free shot if you keep tapping [Y] 
as Spark charges up his energy. This freezes him, 
but not before he launches pink energy spheres across the 
floor, so be ready to jump. The trick is to keep freezing him as 
soon as he’s free of your last shot. This stops him in his tracks at the _ 
beginning of an attack, giving you loads of time to take evasive action. 
While you stay in the bottom left corner, he grabs the roof and 
climbs along, aiming to land on your head. Entice him as far left as 
you can before running away, then turn and freeze him the moment 
he lands. Blast again the second he’s free, which catches him in 
mid-charge and lets you climb the wall before he completes his 
rush. Now jump over, turn and shoot again. _ 
Jump the energy spheres once more, and the whole process | 
begins again. It doesn't take long to obliterate this ape and steal his 4 
Electric Spark. 


progress down a Series of steps inhabited by these 
reclusive bad-guys and multiple kamikaze bats. 

There’s another rock-crusher, but this time you’re behind it. Go 
mad, get even, blast this critter as fast as you can and Kill it as 
soon as possible (an autofire joypad’s useful here). If you're quick 
enough, you can run past its corpse to a ledge above and a 
spinning heart which permanently increases your health 
capacity—well worth a sore trigger finger! 

Nothing new slows your progress until you reach the third 
mine-cart. Waste a few robo-birds as you soar into the blue, then 
jump off the cart, switch weapons to E. Spark and enter the 
Armadillo’s Lair. 


Boss: Armored Armadillo 
You get no free hits here as the beast dives straight into a 


deadly roll which you must jump. He bounces off the walls and 


will miss you next time he’s near if you stay in the left corner. 
The time after, though, climb the wall to avoid getting crushed. 


This i is his pattern, so stay in the corner and dodge every other 


oop he makes. 


The ’Dillo uncurls in the opposite corner, but wait a couple of 


\ seconds until he’s stopped blocking with his forearms before 
~ sending a few volts through his veins. Now retreat up the wall 
while he hurls multiple blue fireballs. 


That’s it—you can only hit him once in a blue moon, so your 


_ dodging’s got to be spot on or you won't last long. For the brave, 
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foolhardy or pain-addicted, try dropping down between his fireballs and shooting once 


Launch Octopus Stage 


a A tricky one. X wasn’t designed for underwater combat, but the 


mies have been, so you have to be twice as good to redress 
nem The first real dan lay re tee robotic sea 


Just a couple of steps further in, the ground vibrates and a huge 
Submarine appears, armed with powerful turbine, serpent missiles 
and wide arc laser if you get too close. Stand roughly halfway 


between the sub’s nose and the left-hand edge of the screen, and 


fill that sucker full 0’ lead (well, laser). It'll use one of two attacks: 


the turbine or the serpent missiles. When the turbine sucks you 


toward its deadly maw, jump up and out of the current, holding [B] 


to stay up there for as long as possible. Charge your lasers while 


straining to get away, and 


~ when you inevitably float back 
~ down into its pull, turn for a : 


split second and fire another 
energy ball for a sneaky hit 
| between j jumps. Do this a couple 
~, more times and the 

current dies off, 
whereupon it'll 
definitely use serpents 
missiles. Charge the 


— witha multitude of bombs alla the othe 


_ before retreating, but this is not recommended for the sane. Reflexes faster than the CPU’s 
earn you the Rolling Shield. 


‘Buster again, and blow 


the metallic snakes 

away as they criss- 

cross between you and 

the sub (otherwise they - 

disappear, then criss- 

cross over you). AS soon 

as that’s done, blast away frantically before either missiles or 


turbine begin again. It’s easy once you get into the rhythm, and a | 


always get big bonus items at the end. Stay on your toes, though, 
as you soon meet another, with you perched precariously between 


spiked pits. Get the hang of staying in the middle, if you wanna stay 
alive. Getting too close reverses the turbine and blows you into the. 
far corner. Either that or the wide-arc laser, anyway—it’s not wise. — 
Before you know it, you're faced with big, spinning white columns 
appearing and disappearing every few seconds from holes in the 


ground. These aren't as dangerous as they look—in fact, they’re 
essential help. The first one can be jumped into and climbed up with 
further jumping to reach a much needec y refill after that last 
submarine battle. Don’t bother with the next few, until you reach one 


es It a up this 


blast into the windshield, Soloed in enough laser fre to send it 


crashing to the ocean floor, and beyond, to a secret cavern. Enter 
this and destroy the enormous ae you ll find there by basting 7 


energy boosting heart. 
Return to the 
seabed and head 
right again, to meet 
another serpent which 
hides in the sand 
between attacks. Stay 
to one side of the play 
area when it does this 
(so you know it'll head 
for the other side) and wait for el clouds to rise at your : 
before speeding away with ‘Buster charging ready for battle. — 
Defeat it, waste a few more bloated vacuum fish and head for the 
hills, Launch Octopus is around. 
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Boss: Launch Octopus 


This aquatic menace has eight legs and at least as 
ae shots every time - blink, so as could 


keeps you alive ne os to seriously worry ne: Octopus. 

As soon as he starts powering up his energy, begin 
hammering the [Y] button, keeping up a cor stant stream of sh 
to avoid getting blown into the far wall by Launch’ S aweson 
firepower. One shot every eight or so will connect, but that’s 
enough to take him down to just a few energy points before you 
out of ammo. As long as you remember to run forward whenhe 
jumps, turn and keep firing. You’re out of shots within seconds of 
this run, so be prepared to press [START] and take a breather while 


you revert back to the es ee ve thik itinto your | 


wasted by the ae iretalllc piranha or energy blasts 2 es out by the ton. This is really Fades bait it pays to be efficient it mnyou 


Shields weapon, to take ive out and bolt Homing Torpedoes onto your arsenal. 


J Boomer Kuwa : : m4 using the speed upgrade to 


Negotiating Boomer’s heavily armed fortress is no mean feat, <j 200m past the moment it 
especially as there are precious f portunities to kill the same _~ Switches off, jumping near 


enemy over and over again for energy pick-ups. Up the ladders, Ne Cre Att si a HOMeOnEAr ony. 
your first task is to wait until the sliding, red, wall-mounted laser This will get you past every trip 
lurking behind the green enemy armed with spiked ball ’n’ chain 2 laser, with no damage unless 
and shield, begins to aim. As soon it does (indicated by the blue ne you're slow to jump the 
energy building around its gun barrel), destroy it with a full power hn eee 0Fizontals. ae 

energy blast from the ‘Buster. Charge again, and inch toward the - i nis nat Shortly after this rae reach 
green enemy, leaping over his spiked weapon and blasting, ands on an elevator platform going up, 


then j jumping back immediately as the ball and chain returns to its and all you must do is avoid the — 


master. Repeat once to | ma spiked platforms along the 
level him. The second way—zoom left i. pra and back again (depending on which side 


of these critters can the next spiked platform is) and keep moving at all times to avoid 

(once the wall turret’s getting kamikaze-dived by the flying enemies which begin to appear 
dealt with) be jumped over in number here. You don’t have to kill them, they sink and get left 
using a long jump via the behind as you travel up. 
speed upgrade, and . One more hazard to master and you're there. The gun turrets 
dispatched straight away - onred platforms, sliding in and out of the left-hand wall, must be 
from behind. _ ___ blasted twice with a blue energy bolt. Stand below while charging 

Your next real toughies _ then jump and release the fire button as soon as the turret shows, 
are the trip lasers: beams be quick or you could get caught in its fire. Do this again and the 
of red light which flicker turret’s history. Repeating this process for every turret takes ages, — 


f 4 ni nd off, targetin 3 40F Pradanation ifyou break the beam. but it’s the only safe method. kaart turrets on ba s 


Beware of the hovering homing enemies which also infest this _—~Platforms should pose no problem, it's ommon sense to ey 
section, although they take just two normal shots to kill. Get past and fire in between their shots. So ee 
the trip lasers by standing at the very edge of one, and © 7 


Boss: Boomer 
Kuwanger 


This skinny robot’s a demon if you ain't got the right 
weapon, but Homing Torpedoes send him flying within 
“i seconds. When the battle begins he charges, so be 
ready to jump and then fire the Homing T repeatedly 
from a safe spot up a wall, releasing one every second 
or so to give him no time to recover. If youre proud 
about your energy you can jump off the wall when he 
fires his steel boomerang, but as he only gets two in 
before croaking this is not essential (and your energy 
gets replaced when he dies, anyway). That steel 
boomerang now belongs to you. 


sting Chameleon Stage 


Only three more stages to go before Sigma, and you can take a 
rest now—this one’s easy. You've seen it all before—the 
* Woodcutters, the jumping green oddities, the kamikaze 


homing robots. Keep a beady eye out for the tiny green bushes, 
though, as they animate and drain energy unless you blast ‘em 
with a charged ‘Buster. Woodpeckers? Two blasts, no problem. 
Around the halfway mark is a cavern, shaking and vibrating so 
that rocks continually fall from the ceiling. To get to it, you must 
jump a chasm, land on the right-hand edge and slide down to a 
secret cave, accessed by jumping off the small, rectangular bricks 
blocking the entrance (destroy only the top three). Standing on the 
tiny ledge just right of the blocks, begin a run right with the [A] 
button and jump before you leave the ledge, to land on the side of 
another ledge with an energy increase heart! Use the intact blocks in 
the entrance to get back to the surface, and do a similar jump from 
left of the chasm to get to the cavern roof and the mid-level Boss. 
He’s easy. Stand as far 
away from him as you can in 
the screenshot to get him to 
attack with a pincer on a chain. 
Jump the pincer, energy blast 
Sece. ihim, jump again as it returns 
to him and resume your 
position. Repeat until 
he's dead (thirty 
blasts, or around half 
that if you're using the 
Boomerang Cutter). If 
his pincer connects 


with the wall (it'll stop 

spinning), jump up 

the wall and then 

away from it when he’s 

directly under you. 
Once defeated, the 

Stones stop falling in the 

cavern and you get extra 

armor for a 50 percent 

reduction in damage. 


The stone throwing robots in the cavern are simple— 
charge, blast, a couple of shots—and there’s nothing new 
before the Boss. 


Boss: Sting Chameleon 


Stay near the middle to entice Sting down to you, and shoot the 
Boomerang Cutter as soon as he's visible. Dodge the raining 
Spikes as best you can, and zoom to the opposite side if he heads 
for one of the top corners. He fires his tail laser three times, until 
he gets low on energy, when the pattern is finally abandoned. The 
trick is to lure him into the middle as much as possible. 


Filiame 
Mammoth Stage 


Another simple one! Shoot or run 
across the top of the big red debris on 
conveyers, and blast the robot torsos 
quickly. When you meet miners throwing axes, 
dash underneath their platforms to get another 
energy-increase heart, then up the wall, staying 
wary of the bats you'll see there. 

Dash past the falling crushers, above yet more 
conveyer belts, jump the spikes spinning around 
the green pipes, kill the spiked ball ‘n’ chain foes, 
and that’s all there is to it! 


LOSERS 
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Boss: Flame 
Mammoth 


Not too tough as long as you keep well 
out of his way by dashing underneath 
when he jumps, firing when you’re up 
after getting knocked down by the 
shockwaves, and dashing away again. 
Ignore the goo he spits, keep firing, and 
avoid getting trapped in the corner if he 
approaches from the floor. If you do get 
caught, jump up the wall and over him. You 
can do him with repeated X-Buster shots, 
but the C. Sting’s quicker. If he spits fire, 
climb that wall! 


To get Ryu’s Fireball (seriously!) defeat all the 
bosses, get all the armor and weapons 
upgrades (Password, if you're too lazy: 8441, 
2136, 4421) and enter Armored Armadillo’s 
stage. Go through the stage and collect the 


energy at the top of the cliff above the entrance 

to AA’s lair, then exit. Do this five more times \rmored Armadillo 
and you'll get a Light Capsule instead of 
energy, where Dr. Light will be dressed as 

Ryu. Do the fireball the same as in SFIl, i.e. Launch Octopus Stage 
[DOWN], [DOWN-FORWARD], [FORWARD] and 


Fire. You need full energy to do it. 


Storm Eagle Stage 


Kill the grabber robots hanging around the conveyers 
as soon as possible with a wide-ranging blue energy 
blast, if you leave it any later they knock you from the 
platform and you lose a life. Right of here are sections of 
wall holding grey canisters with ‘Danger’ written on them, 
and these reveal extra health when shot enough. 
After the conveyers, kill the first turret you see and 
Stand on the gray rectangle it was mounted on. This 
Shoots skyward after a while, letting you jump right in 
order to grab a glass 
building with an elusive 
Sub-Tank inside! Shoot 
to gain access to this. 
Dash and jump right off here 
to land on a floating platform 
Section, made dangerous by 
gun turrets. Carry on right, to a 
second set of these floating 
platforms and turrets, and shoot 
the canisters to the right of it for an extra life. 
At last—a new foe! No challenge, though: just jump the giant 
turret’s rockets and blast it quickly before it fires another. Keep 
going right, Storm Eagle lies down the green ladder and 
through the one-way locking door. 


eo eis 


Boss: Storm Eagle 


Use the Fire Wave to destroy the birds Storm fires before they can 
spread out, and the [A] button to dash toward him when he tries to 
blow you off the platform. Jump his tubular tornado shot, and prepare 
to start running when a swooshing noise indicates that his swoop 
attack is about to begin. Keep running, turning as he enters the screen 
and holding a Fire Wave shot to toast him as he flies through. 

Unfortunately, this weapon will soon run out, so use Homing 
Torpedoes with the same defense pattern to be sure of a hit when it 
does. The little birds are your major worry, and you may want to 
Switch to the C Sting spread shot when they appear, to ensure your 
imminent possession of the Storm Tornado weapon. 
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fw eing a squirrel is not easy! Life up in the 
trees has its pitfalls and it’s made this 

cart one tough nut to crack. But don't go into hibernation— 

this complete solution is all you need to save the Woodland and 
Stay bright-eyed and bushy-tailed along the way. So what are you 
waiting for? Get collecting those nuts! 


ACTION REPLAY CODES 


level 1 


Jumping leeks are the main threat. As you 
jump over them, they leap at you—let them 
jump, and dash underneath. 

If there's one blue bat wait until it dives, snp 
and land on it at the dive’s lowest point. If there 
are more, either throw nuts or run! 

The end boss should be no problem. Mr. 
Spider's only attack is to run and jump on you, 
but there are also his little helpers absailing 
down the screen. Throw nuts to wipe em out. 


_ Mr. Spider’s repetitive attack pattern means that 


finding the right time to leap on his back—when he's still or about to jum 


nuts doesnt harm ne 


pattern and keep jumping on her until she’s s dead... 


Level S| 


To reach the table, push the chair nearer to it Then} jump 
up, and use the fish bowl to get to the shelf. Make your 
way to the top left corner, where you enter the attic. If you 
jump onto the first flying enemy you encounter, you can use 
the others as platforms to reach a 1-UP in the top left corner. 

In the Fowl Kitchen get the goblet from the top of the 
level—this shrinks you, enabling you to enter the next 
part of the level. To get the goblet off the shelf, push the © 
switch in the top right corner. When confronting the _ 
boss octopus, float in the top right corner. Stayin the 
top corner and wait for the jellyfish he fires to hit you 
and die, then fall on the boss’ head and move Se! ray, : 
for your next chance. — : 
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Up 


- move up 


Left 


- move left 


Rig 
- move right 


Down 
- move down 


2s 


SELECT 


START 


[X] - Nothing 


[Y] - Throw 
nut, swish tai 


id someone say Jam Session? NBA 

Jam is a pixel-perfect conversion of 
the arcade smash hit, and a top sports sim in its own right. 
Life is tough in the NBA, and if you can’t out-perform the best 
you re going to get burnt. This guide gives you all the essential 
information you need to become a king of the hard court! 


Pick a Team, Any Team 


Choosing your team is the first step to victory—or in some cases defeat! Here is a guide to the 
most common playing styles and the teams that are best suited to each—plus, an essential list 
of teams to avoid. 


All-Out Attack Balanced All-Round 


These teams offer a good balance of three-point Teams 

shooters and effective dunking players. This Well-rounded teams offer the player a balance 
adds up to a deadly offense. between offence and defence, these are best 
Phoenix Suns Charlotte Hornets _‘!0r beginners or an even two-player match. 


Seattle Supersonics San Antonio Spurs _— Atlanta Hawks Chicago Bulls 
Los Angeles Lakers Houston Rockets 
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Strong Defense 
lf you like to win matches by smothering your 


opponent with defence and counter-attacking, oe 
these are the teams for you... either super confident, or stupid, to choose 
one of this bunch. 


New York Knicks Detroit Pistons Completing the game with one of the 
Cleveland Cavaliers Boston Celtics following is the ultimate challenge! 


Dallas Mavericks L.A. Clippers 
Indiana Pacers Philadelphia 76ers 


Avoid or Else! 
The league’s worst teams. You've got to be 


DAUGHERTY 
S eaes 
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HARPER 
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Now you've chosen your team, you’re ready 
for the tip off. Here are some top-ranked 
tactics for defending your end of the court 
and attacking the opponents’ basket. 


Defending 


Fast-moving game or not, don’t forget about 

defending to just trade shots, hoping the other 

team will miss. Consistent aggressive defence 

results in the opponents’ shot percentage falling 

and your possession time rising. Both factors can turn the game in your favor. The three major 
ways of causing a turnover are blocking shots, stealing and intercepting passes. 


Blocking Shots 


When the opponent readies himself to 
shoot, move one defender right up in his 
face and jump with him as he leaps for the 
Shot. Timing is crucial; too early and he'll 
reach peak height before the shooting 
player, too late means the shot is basket- 
bound before you're high enough to stop it. 


Intercepting Passes 


If the opposing team begins to break down 
the court, and you can’t get in range to steal, 
force them to pass the ball around by keeping 
them out of the shooting zone. The most 
effective method is to move your man into the 
path of the ball and press [X]. You'll sneak in 
for a quick steal, then head down-court for a 
quick bucket. 
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Stealing 


In NBA Jam, there are two ways to steal the ball. The sporting route is to use [X] to swipe at 
the ball in an attempt to knock it loose. 
The best tactic, is to wait for the opponent 
to get about an arm’s length away from 
you, then lunge with your hand. : . ———— + as 
The other method of forcing a turno 2A oe eR és. 
is slightly more brutal! There are no rules [pA ian ll 
in NBA Jam, so you can simply 
push the ball carrier over, causing 
him to lose possession. To do this, 
hold down the Turbo button and 
press [X]. Your player will shove 
the opponent, giving you the 
chance to grab the loose ball. 


Attacking 


Attacking is what makes basketball such an exciting spectator sport. Whether a shot is 
successful will depend on three factors—position, coverage and player stats. Here is a 
guide to shooting, and the best tactics to ensure success. 
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Primarily for show, doing these earns no 
extra points, but it sure looks cool and 
can dishearten a losing team. The best 
dunks are executed while running, so use 
the Turbo button to gain a little extra speed, 
then, when you're deep in the shooting 
zone, press [B]. Once you've started leaping 
toward the basket it’s impossible to stop, so 
defenders in your way don't matter. The 
ultimate dunk has got to be the backboard- 
Shattering jam—see how many you can pull 
off in one match! 


Three-Pointers 


If you're down by a few points, and time 
is running out, you should try for a few 
three-pointers. These are taken from 
outside the semi-circle and the toughest to 
make. Ensure your shooter has no 
defenders around him, and remember from 
the team selection which player has the 
highest skill in this department. — ae 
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IH} eal teams, real stadiums and real 
players make this the ultimate 
experience for hockey fans! It ain't easy going, 

though: you're playing with the NHL's big boys. 

Gruelling overtime matches are the norm, so pull on your 
pads and get out there for some serious action. VA 
Team choice is critical and can dictate who will win the match. Here’s a guide to all a 
with their greatest attributes marked out of ten. 


ATTACK DEFENCE OVERALL 
9 Vf 
17 
16 
16 
15 
15 
15 
15 
LG 
14 
14 
11 


Montreal Canadians 
New York Rangers 
Pittsburgh Penguins 
Boston Bruins 
Calgary Flames 
Toronto Maple Leaves 
LA Kings 

Chicago Blackhawks 
Buffalo Sabres 

ot. Louis Blues 
Philadelphia Flyers 
san Jose Sharks 
Anaheim Mighty Ducks 
Tampa Bay Lightning 
New York Islanders 
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Tricks of the Trade 


The key to Stanley Cup victory is mastering the 
game’s basics... 


Body 


Checking/Tackling 


Once you lose the puck, you must get possession 

back to stop the opponents getting a shot on target. 

The tackle is the harder of the two methods you can a 

use and is more risky: you must time your move perfectly to intercept the puck. As the 

opponent skates toward you, use [X] to take a swipe at the puck. The timing is very important 

and will take practice to get right. The advantage is, that even when you're playing with the rules 

turned on, there's no chance of giving away a penalty. 

The body check is a more direct, and physical, way of regaining the puck. Press [B] to 
send your man flying into the puck carrier. This usually knocks him over, leaving 

you free to pick up the puck 
and start a counter attack. If 
you time your hit right, you'll 
come away with the puck, if 
you miss, you're in big trouble 
as the man who missed the 
tackle will now be out of the 
position. Remember, cross- 
checking is illegal, so, if the 
rules are switched on, hits will 
incur major penalties—if the 
ref sees you! 


er 


The key to good ice hockey is quick and 
accurate passing. Improve your distribution 
Skills and you'll be able to keep the puck 
longer, cut down the amount of shots your 
Opponents get and earn plenty of attempts on 
goal yourself. 

While solo efforts may seem the most 
direct method of attack, one-player breakaways 
give the opposition’s defense plenty of time to 
react. Far better, when you're on a quick break, 
to hit a quick pass to one of 
your speedier wing men, 
putting the retreating defence 
under a lot more pressure and 
giving a chance for a higher- 
percentage shot. 


Goal Keeping 


Continuing the NHL Hockey tradition, goalies are on either manual or 
auto control—beginners, go for auto! On the manual set up, you 
control the goal minder 
when he comes into play, 
deciding when to dive or 
lunge. Diving too early 
makes the attacker's job 
easier—instead, stand tall 
and force the attacker into 
making his choice first. 


Penalty Shots 


A fouled player goes one-on-one with the goal minder. You get 20 
seconds, so don’t rush and don't forget you only get one shot, no 
rebounds or follow-ups 
are allowed. Skate into 
the center of one of 

the two face off circles 
(either side of the goal) 
then glide horizontally 
past the goal, hitting a 
Slap shot just as you get 
halfway across. If you 
time this right you'll 
score every time! 
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Shooting 


You must become an accurate, consistent 
shooter. The majority of scoring chances fall in 
two categories, the one-timer shot and the 
goal-minder fake out. 

The fake out is the tougher option, usually 
used when a lone player is in a one-on-one 
Situation with the goal minder. The attacker 
attempts to lure the goal minder into making a 
dive, then skates around him before crashing 
the puck into the net. While this is a common 
play in the NHL, performing it with the same deadly accuracy in 
NHL Hockey *94 is a little more tricky as it requires perfect timing 
and stick control. 

As you approach the opposition’s 
goal, skate directly toward the goal 
minder then turn slightly to the left, as if 
you are about to shoot. Just as you 
reach the crease, turn back to the right 
and use a wrist shot to flick the puck 
back the other way and into the net. It 
will take a while to perfect, and you may 
find it tough to pull off against the better 
keepers, but it’s the best technique for a 
single attacker. 

The other popular method of scoring 
is the one-timer. You have to get the puck to one of your wingmen to 
execute this play effectively. Then skate down the ice, making sure to 
Stick to the side of the rink. As you reach the face-off circle by the 
goal, pass the puck back into the center. If you time the pass 
correctly, there will be another player skating down the ice into the 
puck’s path. Quickly tap [A] so the player in the middle sends a shot 
rocketing into the roof of the goal. Try altering the direction of the 
shot using the joypad. 
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ut away your quarters pinball fans, 

Pinball Dreams is here! If you’re 
having problems reaching pinball wizard status on this 
awesome Silver ball sim, this complete guide has all the answers 


to all four tables. 


The main aim in pinball is to rack up as many points as possible. If your score is under two 
million then a lot more practice is needed. When playing Pinball Dreams the same rules apply as 


on a real table. 


ignition 

The Ignition table is excellent for beginners 
looking to rack up large scores. The best 
targets to aim for are the “L-|-G-H-T” targets 
found in the top-right of the table. The first 
time you completely light the word you get an 
extra ball. Then each time you spell the word 
you get a points bonus: five million points the 
second time and ten million points the third. If 
you manage to light it a fourth time, the 
bonus resets to five million points. 

Your first chance to collect a multi-bonus 
comes when shooting the ball into play. Aim 
for the flashing light at the top of the table to 
get the biggest bonus available. Remember, 
you can use the tilt feature to alter the ball’s 
direction, hopefully improving your chances 
of collecting the bonus. Don’t concentrate 
solely on lighting the word “IGNITION”, 
though, as it can cost you plenty of lives! It’s 
much easier to light “FUEL” and “LIGHT” to 

increase your score. 


Steel Wheel 

This train-based table takes you back to the 
days of steam trains and gunfights. Steel 
Wheel offers an easy chance to rack 


up huge bonuses. It contains wide open 
spaces, allowing the ball to get up top speed. 

The hardest targets to hit are the steam 
targets on the left side. They are sunk into the 
table making it very tough to score a direct 
hit. The best tactic is to slow the ball down 
using the flipper and then, when the ball is at 
a standstill, take aim at the target , 


and fire. If you're patient and use this seem to be doing much, every ramp has an ‘ 

approach you should have no problem effect on the game, even if it’s just to light General Tips 

lighting up the steam targets and a bonus icon further down the table. @ The first, and best, thing to do when 

collecting the riches. Starting each table is to rack up your 
Points are also up for grabs if you make multi-bonuses by going through the 

a circuit of the central ramp. A simple way Roll Over sections. These are positioned 

up this ramp is to hit the ball from either at the top of each table and can multiply 

flipper’s center. your points total by up to ten times. 

@ Use your flippers to slow down the 

pace of the ball. As soon as the ball is 

heading toward one of your flippers, 

raise it to cushion the ball. When the 


Nightmare ball hits it, the flipper slows the ball 
< The name of this table says it all! Although down, allowing you to set up your next 
there are plenty of bonuses to be had and shot more accurately. 


r 


| targets to hit, it’s definitely the hardest 
-_ table of the four. Your primary aim is to get 


Beat Box the clock to strike midnight as this adds a 
Enter the high-flying world of the music huge points bonus to your score. When 
business on the fast-moving Beat Box you shoot the ball into play it appears half- 
table. Although this table is a lot a ee 


Smaller than the rest don’t be 
fooled by it’s size, it’s very tricky. 
The Beat Box table is the only 
one without huge jackpots, instead 
it offers masses of different 
bonuses accessed by shooting the 
ball up passages, tunnels and 
ramps. The best bonus to go for is 2 
the Middle Tunnel as you get five oo 
million points for reaching Number nin 
One in any chart awards. Although some of — way down the table and quick 
this table's features might not reactions on the flippers are needed 

: otherwise you'll lose a life. As 
you ll have gathered by now, 
this is definitely not a 
beginners’ table but if you 
want to play for big points, 
this is the table to be on. 
With bonuses of up to ten 
million and a special bonus 
that doubles your score at 
the end off the game, your 
score on Nightmare will 
definitely look impressive. 


@ You may think you can't retrieve the 
ball when it travels down the side 
channels. No way! Simply raise the 
flipper on the same side as the ball 
then, just before you lose the ball, 
quickly tilt the table. The ball should 
jump back into the playing area. Don't 
tilt the table too much though, or you'll 
lose a life. 
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rilliant graphics, amazing sound and 
some of the most varied levels in the 
Shoot ‘em-up genre — that’s R-Type III. The evil empire 
has got a lot meaner and their huge ships are even tougher to 
destroy. This complete guide gives essential information on how 
to defeat every boss, so arm those weapon systems and get ready for 


one hell of a blast! 


level 1 
Satellite Craft 


When the huge orange projectiles 
begin to smash through the back 
of the level, you know the boss is 
on his way. Avoid these missiles at 
all costs, power up your beam so 
it's ready to hit him as soon as he 
Stops spinning, then lay into him 
with a barrage of normal shots. If 
you re quick enough, you can kill 
him in one attack. 


Level 3 
Giant MNietal Spider 


If you've got a force orb, this end-of-stage 
boss is very easy. Place the orb on the back of 
your ship, keep to the far right of the tunnel 
and blast away. The awesome arachnid will 
jump up and try to hit you, but move up or 
down and you'll be fine. 

If you don’t have a force orb, you're in big 
trouble—you need to move your ship between 
the legs of the beast and blast him from 
underneath. This method is very, very difficult 
and takes clever anticipation plus a fair 
amount of practise. 


level 2 
Alien Wall 


Fully power up an energy beam and 
blast the eye the moment it opens. 
It takes around six hits to kill and 
while you're blasting, the boss fires 
at you from varying heights, so 
weave your way through the 
oncoming missiles. 

some of the gaps you have to 
get through are very tight, so good 
timing and swift, controlled 
movement are essential. 


Level 4 

Hofahing Spike 

On this level, the whole background rotates, 
which makes dodging the three balls on the 
rails difficult. Power up a laser beam and 
attack the large spiky craft that spins around 
the screen. It won't take too many hits to 
finish this Bydo boss off, so make all of 
them count! 


Level 5 
Boss: Morphing Bydo 


This menacing demon changes shape a number of times in an 
attempt to kill you—take care! 


Form 1: Cell 
Easy, just avoid the blob 
and blast it a few times! 


Form 2: Mutant Snake 
This is the level one boss 
from the original R-Type 
game. Concentrate all your 
efforts into blasting the opening in the middle of its stomach—the 
one that fires balls at you. Once it’s open, shoot your force 

~ orb into the weak point. Correct 
timing ensures that it sticks there, 
SO every time it opens up it takes 
masses of hits. If you don’t have a 
force orb, take time out to power 
up an energy blast and unleash it 
upon him when he opens up the 
weak spot. 


faa. 


Form 3: Battle Ship 

The vulnerable spot is the eye in 
the center of the craft, which is 
best attacked with energy blasts. 
Don't expect it to lie down 
without a fight though, the 
cunning cruiser sends a 
‘barrage of fire your way. 
Remember, its homing missiles 
can be shot, or detonated with the 
force orb. If you get into trouble use Hyper Mode’s high-powered 
Shots for an easy Kill. 
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Form 4: Snake’s Nest 
This boss can be killed 
instantly with one well- 
timed blast. Before it starts 
to move, charge an energy 
blast to full power and then 
let it rip just as the eye on 
top of the beast opens up. 


SELECT 


Form 5: Circle of Doom 
Use Hyper Mode to destroy 
this as quickly as possible. 
Get into the circle at your first 
opportunity—even before the 
beast starts moving. With 
Hyper Mode in effect, blast 
the link without a gun as this 
is the only weak spot. As Hyper Mode is so powerful, the spherical 
sorcerer is destroyed in no time. 


Form 6: Firing Cell 

The cell is back and it’s 
just as easy! This time it fires 
at you, but only very slowly, 
making it real easy to keep 
out of harm’s way. Charge 
up an energy blast, and, as 
soon as It reaches full power, 
let the cell have it. Repeat 
this process a few times and 
it's history. 


level 6 


Miutant Lizard 


The final boss is tough, and, to make things more difficult, its weak 
point is only exposed once you've given it a severe blasting. Aim for 
the head and keep firing at all times—it’s just as quick to use a normal 
blast repeatedly, than to keep powering up energy blasts. At certain 
points, blue aliens appear from his mouth. You can kill these with an 
energy blast. After a few minutes of accurate shooting, its head will 
explode. Switch the attack to its neck. Power up the Hyper Weapon 
and blast the wound like mad, while dodging the white balls it lobs 
across the screen—these kill 
you instantly! 

lf you can charge the 
Hyper Blast quick enough, yo 
can kill him in one go. If not, 
you must repeat the process, 
until it explodes, leaving four 
arms. These can still kill you, 
So avoid them until the screen 
closes in around the alien. 
Keep to the far right to avoid 
anything it throws at you. 
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wooden teddy bear, Gosunkugi 


“4 Adeline 


~ counter attack with a punch and then hit 


> good fighter to attack in combinations. 


Gosunkugi 
Wielding his mallet and his 


is a scientific genius, whose 
only reason to enter the 
contest is to win the heart of 
the one he loves, Adeline. Pay 
particular attention to his 
mallet and teddy as it packs 
quite a blow! 

When you land a punch, 
always follow through with 


another, or it will be a while before you get aiethec chance to Siannch an ar TG Gosunkugi’s 


particularly vulnerable to sweep attacks. 


Armed with nothing but her fast hands 
and hard fists, Adeline wants to win the 
contest and then get revenge on all the boys 
that cheated on her when she dated them. 

When fighting her, never jump toward 
her as she'll hit you with her dragon punch. 
If she misses with the dragon punch, | 


her with another punch as she finishes her 
sweep. As her blocking is weak, she’s a 


Bambou 


Believing that men are “all mouth and no 
action’, this gorgeous purple-haired babe is 
out to prove her point. A simple, but effective 
tactic is to hit her with a quick jab if she 
jumps in front you. Bambou loves to force 
opponents into a corner and, should you find 
yourself trapped in such a situation, jump 
kick into her just as she finishes an attack. 
Whatever you do, don’t try jumping over 
her, aS she launches into a powerful version of 
Adeline’s dragon punch using her feet! 


ithout a doubt one of the wackiest 
beat-'em-ups ever, this hilarious 
manga masterpiece pits ten young fighters against each other in 
one of the weirdest tournaments you re ever likely to see—not to 
mention one of the toughest. With the help of this character 
guide, though, you should be banging heads in no time! 


Frederic 


With the dream one day of owning her own 
restaurant, Frederic believes the 
headmaster’s contest will help her fulfil her 
dream. A large spatula and a pretty fast pair 
of legs is what you're up against, so be ready. 
Frederic’s not too keen on persistent close- 
range attacks, and, under pressure, she 
drops her guard, allowing you to land freely 
with combination attacks. 

A good tactic is to jump so you land right — 
next to her, and then press [B] or [Y] for an 
energy-draining throw. 
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Being a compulsive gambler, the King will try anything to 
win money. The shifty headmaster has promised 

him bundles of loot if he 
wins the tournament. A 
good tactic is to draw him 
into jumping toward you, 
then counter attack with a 
jumping punch. He doesn't 


attack if you jump over him, 


So leap as though you're 


going to land on top of him, 


and, aS soon as you land, 
press [B] to throw him. 


Ranma 
(Boy) 


Not wanting to face the 

Stress of taking exams, 

Ranma hears that if he wins 

the contest, he'll 

automatically receive A 

grades! One tactic to avoid, 

is jumping over Ranma— 

unless you want to be 

sucked into his violent 

cyclone spin. Being a very attacking fighter, a character with 
equal speed and a variety of moves is recommended to face 
him with—his female embodiment for example. 


Ranma (Girl) 


Legend has it that Ranma is both male and female, changing 
from a young boy into a girl on contact with water. Almost 
identical in her fighting style to her male embodiment, she 
relies on close-range attacks to secure her victories. In battle, 
mes VOICI | jun BIAG S over her, because she'll either stop you 
with her high kick, or 
her energy-draining 
Special move, the 
cyclone spin. When 
she jumps, or rolls 
along the ground, 
toward you, attack with 
a punch, kick, special 
move combination. 


Miathias 


Disguised as a fortune teller, the 
sly schoolmaster predicts that by 
winning the tournament Mathias 
will find true happiness. Sadly, she 
has been conned. 

Using her strange magic powers, 
she conjures up giant maces and 
furry cats. These can be counter- 
attacked, though, by repeatedly 
jumpkicking into her using a nimble 
character, such as Ryoga. 


Genma 


A large, but slow, panda, Genma Is 
sick of being taken for granted by the 


youngsters around him, so he enters the 


contest to teach them respect for their 
elders. Choosing a character with a long 
reach, such as Frederic, pays dividends 
against a close-range fighter like 
Genma. Whenever the potty panda tries 
his hundred-hand slap attack, block and 
retreat—quickly! If you keep a safe 
distance away from him, he'll go into a 
running attack, which can easily be 
counter-attacked with a special move. 


Ryoga 


While suffering from amnesia, Ryoga is told by the sneaky school teacher 
that the only way to get his memory back is to win the competition. So, with 
literally only one thought on his mind, he takes the headmaster’s advice. 


Ryoga loves to show off his special moves, especially his fireball attack. - 


Also watch out for his fire attack, which sends an energy-draining tremor 


‘insane 
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through the ground. 
Although this sounds 


pretty nasty, it can be 


avoided by leaping 

over it. The other move 
which he uses regularly 
is a flaming projectile, — 
which you can duck 
under, or jump over if 
he fires a column of 
three missiles. 
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en and Stimpy’s unique style of humor 
has created waves on both sides of 
the Atlantic. Their first Super NES appearance captures 


their hilarious cartoon spirit with plenty of great graphics and nutty 


sound effects. However, despite the fun gameplay, Veediots! is a 


. very tricky game to complete, especially when you're playing against the 


clock. This expert players’ guide takes you through every section of the 
game, showing you which enemies to avoid and how to beat the mind- 
boggling end-of-level bosses 


Stimpy’s Invention Marooned 


This ts the first time The final instalment of Ren 
you get to control & Stimpy’s adventure takes 
Stimpy and it’s also place on Mars, over two 
the point where the different stages: on some 
action starts to get you're falling down a huge pit 
tough. There are a and must avoid the sides; on 
number of objects to others the view reverts to the 
interact with in this more familiar horizontal- 
level, the most scrolling style. Constantly flap 
important being the stimpy’s arms on the vertical 
springs and blow torch. The springs are essential for wis high sections as this keeps you at 
platforms. Try and keep one with you as often as you can because the top of the screen giving you 
: going back into the level to find one wastes valuable time. more time to react to the 
, hazards and collect as much 
cash as possible. 

The horizontal-scrolling 
sections are much tougher than the previous stages. Pay 
special attention to the eyeballs that come flying out of tubes 
dotted around the level. These speedy sockets move incredibly 
quickly and are virtually impossible to kill without thing a hit, 
so the best tactic is to avoid them. 

Also keep an eye out for the large energy- iainuee pits of 

l : | — om . green slime. Always cross these rancid reservoirs using the - 

_— =D... : ~————_—__-— bridges—fall in and you'll be dead in seconds. 

You need the blow torch to get through sealed doors and burn The final boss is a strange alien lurking in a rotating layer of 
rope. Remember, you need a Bunsen burner to light the blow slime. Hitting him has no effect so you have to be a little more 
torch and once you put the torch down it goes out, so try not to cunning. Pick up the balls he fires at you and throw them back 
get caught out or you'll need to back-track through the stage until into his mouth. It takes three direct hits to beat him so make 
you find a Bunsen burner to re-light it. sure your aim is true. 
The boss is a piece of cake to beat. Throw the mind-helmet up 
onto Ren’s head to snap the boss out of his spell—easy or what?! 
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rom the minute you flick the power 

switch, you're sucked straight into the 
atmosphere of the game by some excellent CD-quality 
rock tracks. With brilliant graphics, sampled speech and 
adrenaline-pumping gameplay, this is one cart you'll be playing 
until the end of never. If you can’t make that next planet, look no 
further than the next two pages for hints and tips to make you the 


champion of Rock ‘N’ Roll Racing. 


General Tips 


It's not worth powering up the Dirt Devil or 
Marauder more than is needed to survive. 


Their weaponry, boosters and mines are all but 


useless in the face of a $70,000 Air Blade, 
which you should buy as soon as possible. 


This applies throughout the game—always be 


one model ahead of the rest of the field! 

lf you do need to soup up your economy 
model, lasers are the best buy. A good 
second choice is Rhino Skin armour. Your 


opponents empty their ammo clips on the last 


bend of every lap, so be prepared! It’s also 
good practice to use the B-division races to 
win money for upgrading your car, and the 
A-division to save cash for the next planet. 


Let the carnage 
begin. -_ - 


Get ready to race with this complete 
guide to all the mean machines’ 
Specifications and prices... 


Dirt Devil: $18,000 

One of the first cars you get 
to choose from. This is the 
faster and better handling of 
the two. 


Marauder: $18,000 
Slower than the Dirt Devil, 
especially on the tougher 
Settings. It won't win you 
many races! 


Air Blade: $70,000 

This stylish and slick sports 
car leaves the rest of the 
field trailing. It certainly 
wont disappoint the owner! 


Battle Trak: $110,000 

The second most powerful 
machine on the circuit, with 
brilliant handling and 
breathtaking speed. 


Havac: $130,000 

Only available in Veteran and 
Warrior modes, it’s bad and 
it's fast, but very expensive 
—Start saving now! 


Galacitc information 


With all your cash invested in your mean 
machine, you need to win some prize 
money—quick! Luckily, we've got just the 
thing for you. Follow the special tactics 
and planet guides below and you'll soon 
be top of the leader board. 


Chem VI 
94 DEGREES 


Chem VI is a smoggy, polluted world where 
the race tracks aren't too gruelling, but the 
opposition ain't so easy to overcome. By the 
end of the league, you must save $110,000 
for the next planet. Don’t lay too many spikes, 
as you will, almost certainly, run over them 
yourself. The only other hazards are mines 
and oil slicks which are scattered randomly 
around the track, so a little memory pays 
dividends here. 
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Joypad Controls 
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- Nothing 
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SELECT START 
Down 
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- turn left 


[Select] - Nothing [Start] - Pause 
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he Secret Of Mana was hailed by critics 

the world over as the greatest 
adventure on the Super Nintendo, and they were right! 
The graphics are extremely colorful and brilliantly detailed, with 
some of the weirdest monsters you're ever likely to come up 
against. However, the most exciting feature that Secret Of Mana 
introduces to the adventure genre is the ability to play simultaneously 
with up to three people, meaning good team work and fighting skills 
are essential. The one problem with this is that if you play on your own 
or your buddies are awful game players you can soon find yourself in 
deep trouble. That’s where this extended play guide comes in, taking 
you through the rest of the game not covered in the instruction manual, 
Step-by-step, every puzzle, every battle, every...everything really. Read 
on and the world’s Mana a just stand a chance. 


y LT Enter the palace and ae ms until you find 
two switches. Pushing them opens a door so 
you may progress. Keep moving forward until 

_ you reach the stage room where you must now 
face a tough boss. Use the Freeze magic—it's 
the most effective weapon—and you need two 

fairy walnuts or you'll run out ¢ magic points. 

When you've defeated this gue 
receive magical powers. Nov 
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8 ‘Return to the ae 4 
- eee s in the top 


4. Now explore th hip until you find the boss who's ci 


“accompanied by his two henchmen. They have a brief chat and set - 


their robot on you. Use the Freeze magic again. With your newly 


/ A gee as en. the ay villains wont have a se 


 Recoverd Hana seed! — 
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chance to offer much resistance. After beating the boss you receive 


one of the precious Mana seeds, which are the key to completing the 


_ game. Now use the magic rope to get out of the ship and go to speak 


to Jema again, who asks you to take the seed back to the Water — 


7 Palace. Be sure to save wel gam and uy some candy on the way. 


5. The leader asks you to hand 
ver the Mana seed. You get the 
| - run OF ave it to him— 


ve. Head for the 
nee to the Potos village. 
ds. When you und 4 a 


a first part of your task in the : 
Upper Lands is complete. Doing 


this also makes treasure chests — 
appear—open! This means _ 


Watts, the blacksmith, and 
Neko, the trading cat, make this 


i their temporary home, so. 


tock up on food and power- 


up those weapons while you 


sa 


es 
re 


res 


rf 


ee Desert and away you go. 


-and other goodies, head into the castle and on to the throne room. 
King Truffle is glad to see you—he proclaims you're the lost knight 
il save #! the land! 


The iene 
KRAVEN:::. 


incre fag eas and if you haven’ t got Q a aia armor 
re in big trouble. Keep exploring until you find the crystal. 


cate to the cannon travel Bee ket to the Kakkara 
. The desert is full of dangers, none more deadly t than the sand 
pits dotted around the place. They suck you in if you get too close 
and spider legs spring up and attack—avoid at all costs. After 
wandering aimlessly in the desert for a whille you're about to pass 
t you’re saved when a giant ship picks you up. But everything 
as it seems! Upon boarding the ship the guards brand you 
spies. You're all separated and the hero must find his pals. You 


ire Palace 


: gic it fears most. The ship is de 


and the crew are e stranded | in the d 


everyone at: say “'n Nn S 
rescue party. You ai appear i putsid 
and buying food, cannon travel to ~ 
the Ice Forest. Leave the Toto 

village and head South-west until 
you find a secluded house with a 
reindeer outside—it’s Rudolph! 
Keep following the path until you~ 


reach the boss. As before, use the © fk 


Analyzer spell to discover his 


he’s dead, a path to the acer opens up. 


15. Enter the "aig! and speak to the m 


0.90 in WG 


ly r spell and 


castle again. Take the Mana seed back to the Fire 
Palace in the Kakkara Desert and receive a full 

supply of magic. This part of the task is complete. Now go 
back to the village in the desert. The people are pleased 

icteeneeeseem fp you ve returned the Mana seed but there's still no water in 
TET Rees! bY = the village. The elder mentions a Sea Hare’s tail—keep this in mind 
as your jOurney progresses. 


en 
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stairs and use the Salamando magic—exploder spell—on 
the crystal, opening the way forward. Before long you come to 
another crystal. This time use the Undine freeze. This opens a 
Staircase up to another level and a battle with a giant Minotaur. Use 
the Undine magic. When he’s beaten, you discover the seed has 
been stolen. Head back to the ice country. 

16. Once there, head back to the 
village where you found Salamando 
and go north. You come to the Ice 
Palace—explore until you come to 
the library, where you fall into a 
trap. Three baddies await. They 
start off in a weak form with no 


18. Go to Southtown and visit the scatty old lady. She tells you about 
her kidnapped husband and then gives you the password so you can 
get past the guard and enter the ee : 
sewers in the south east. At the exit to Seeete ERGreee 
the sewers you find the leaders of the 
resistance, who explains the history of 
defense, though when they ve the battle with the Empire. Go to the 
taken some punishment they transform into voracious ruins in the north-east corner of 
blue dragons. Be wary and use your ae With those Northtown where you're met by an 
;, entranced Phanna. After the girl 
Slaps her she explains that Dyluck is inside. Go inside and rescue 
him, and after fighting your way through the ruins, you have to take 
on the Wall of Doom. You can only hit the eyes when they are open, 
so Cast fully powered-up Salamando magic on the central eye. 
19. Just when you think it's all over, a Vampire Bat appears that, 
unfortunately, fears Lumina, which at this stage you havent 
collected. Use your strongest alternative magic. Now head back to 
the resistance HQ, and go to the palace where the emperor awaits. 
You find out you've been framed and are thrown in jail, although 
you Can escape by talking to the guard who then throws 
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Vampire fears Lumina! 


beaten, move onto the real boss of the level. Use the Salamando 
magic on him. When he turns into ice cubes, anticipate where he 
re-forms and get out of the way. Keep casting at all times. When 
he’s beaten, it turns out he’s Santa and was tricked into stealing 
the Mana seed. The seed’s power turned him into a demon. He 
gives you the seed back and is sae 

reunited with Rudolph. = 
17. As you leave the Ice Palace, visit. 
Neko to stock up on fairy walnuts, 
armor, chocolate, candy etc. More 
importantly, save your game so 
you dont have to do the whole 


- you to the boss below. Beat the Praying Mantis by using Salamando 
magic, and you must now face the Emperor and his three bosses. 
Beat the biker boss with Salamando, then King Truffle gives yc 


Flammie drum. Now go south-west to Mantango. After that go to °F 


the village of Mandala in the Lofty Mountains, and when you get 
here you're told Sage Joch is out, so go to the Palace of Darkne 
(the cave halfway up the mountain). Work your way throu 
enemies and meet the Shade boss, Lime Slime—and remember he 
fears Salamando. 
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locked so call Flammie ad go back to Northtown. 
21. Once there, work your way through the sewers to nn 
powering up any spells that aren’t at max and levelling up all » 
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battle and it’s revealed 
that the guy who kept 
telling you Sage Joch 

1 was out was Joch 
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fireballs. Get the Whip’s orb, then continue. At the computer enter 
the code: red, blue, yellow, green. Go round the maze flicking the 

_ Mecessary switches until you face the Kettle Kin robot. Use Shade 
magic and Lunar on your weapons and the bow’s orb will soon be 
yours. Beat the snap dragon using Salamando magic and get the 

Javelin’s orb. Now face Thanatos and Fanha who are about to 
possess Dyluck’s body. 
27. Hexas can be a tricky boss to overcome but his weakness is 
-Salamando magic. Watch out for his Pygmus glare and use the 
Remedy spell if caught. Time to face the evil Geshtar: use 


5 It nar r magic on the weapons, . than magic, 

as that’s just repelled. Beat him and you get the Spear’s orb and the 

: Coral begins to sink. The screen goes black, so switch to the 
| id view. Go and save your game, power up all spells to level 

seven, go to the basement in the witch’s castle and buy barrels and 

jam, then head to the Mana forest. Use Salamanda on the Dragon 

Worm, Undine on Axe Beak and Red Dragon and Gnome on ~ 

Thunder Gigas and the Dragon. Revive the Mana sword then power- 
up before taking on the Lumina-fearing Vampire Bat. 
28. Yet another obstacle stands in your way: this time it $ slime. 
Keep blasting with Shade magic and it soon keels over, leaving you 
free to take on the next boss. Dark Skull is a tough guy to beat. 
Dispel his magic, block th , 
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: ° Magic (in Dryadl), on at 
Hero to revive the Mana 
Sword. Power up and attack! ’ 


Joypad Controls 
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Left = 
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SELECT START 


Down 
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, [Select - Inventory [Start] - Pause 


PLHTFOHM 
_oe J moving platform action is the game. 
There are eight powerful spells to be earned and a massive 
Mode 7 map of a kingdom to explore, so wrap up warm before 
taking to the skies... 


Special Attacks 


Dragon Slash: 

Best on tough monsters in 
awkward places, such as the 
Orange eye-creatures and 
green archers. 


Comet Flash: 


=| Dont forget this on the later 


indoor levels, and on the 
water stages, where it can foil 
the current. 


Lightning Crush: 

Highly unpredictable against 
Speedy enemies, but a killer 
against all other baddies you 


2 COME across. 


Warrior Force: 
This is not one of the most 
effective power-ups, so try to 


spenq USE it Carefully at your 
a discretion. 


Heal Power: 

This medicinal marvel 
restores your energy when 
you are short on life. Use it 
only in emergencies. 


Star Fire: 


@ |hese handy power-ups are 


ideal for triggering unreachable 
levers on the underwater levels 
and sections. 

Time Stop: 

This freezes any boss you 
come across and rewards 
you with a free slug—just 


@ee.4 What you always wanted! 


Fiery Phoenix: 


Fs Purely for defeating Ashura. 


It's no real advantage on the 
indoor levels and the tough 


mil water stages. 


for the lamp to crawl across to 
j over it. Now, climb the oppo 
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SELECT START 


In SFIl Turbo there are three forms of attack 
and combo: joypad combo (Ryu), power-up 
combo (Guile), and button combo (Chun-Li). If 
you can master these three characters you can 
apply the skills you have learnt to any 
character in the game and pull off any combo! 


Vs KEN 

Use your fireballs to force Ken into jumping, 
and as he does so, meet him with a Dragon 
Punch. If he tries to attack from the air, move in 
close and attack him with a Strong Crouching 
Punch or full-power Dragon Punch. When he 
attacks with a Dragon Punch block and throw 
him as he lands for maximum damage. Good 
use of the Fireball/Dragon Punch combo is the 
key to beating Ken. 


\ 


Vs RYU 

Ryu uses a repeated Fireball technique and 
this leaves him vulnerable. Timing is all- 
important so be careful—jump toward him 
just as he lets a Fireball go and Strong Kick 
him, then, as you land, use a Low Sweep. This 
is an easy one to pull off. Don’t try and jump 
toward Ryu as he'll Dragon Punch you: wait 
for him to attack and punish his mistakes. 


Vs BL 

The key to defeating Blanka is multiple 
Fireballs. Use them as often as possible to 
keep him at a distance, and they should hit 
him. If he begins to close in on you, land a 
vertical Strong Kick followed quickly by a 
Strong Sweep or, if you feel confident, a 
Dragon Punch. Try and avoid jumping over 
him as he counters with his Vertical 
Cannonball. If he uses the Horizontal 
Cannonball, Hurricane Kick to combat it. 


Vs E._HONDA 
As with Blanka, use the Fireball as much as possible, since keeping 
Honda at long range is a priority. When he jumps over the Fireballs, 
catch him with a Leg Sweep as he lands. His new Sumo Splash 
move is a double hitter so be sure to block it, because as he lands he 
is momentarily defenceless—take full advantage with a Strong Leg 
Sweep. If Honda backs you into a corner, use a mid-air Hurricane 
Kick to escape. 


Vs ZANGIEF 
Use a vertical, jumping Strong 
Kick to hit Zangief’s head and 
follow up immediately with a 
Strong Sweep. If you stun him, 
go for the double-hit Dragon 
Punch but be very quick about 
it as he doesn't stay stunned 
for long! The only thing to f 
into a corner or get too close 
as he'll use the Spinning 
Pile-Driver—and that’s a 
devastating move! 


Vs CHUN-LI 
The best tactic to use against Chun-Li is to Fireball, then, as she 
jumps over it, Dragon Punch her. She’s fast but if you time your 
attacks carefully you can hit her every time. Her new Fireball attack 
_ leaves her momentarily stunned, so with timing you can leap over 
and hit her with a Strong Kick and Sweep combo. 


Vs GUILE 


Vs DHALSIMNI 

Remember you can use the Hurricane Kick to go through his Yoga 
Fire attack and hit him before he blocks. If Dhalsim tries a Yoga 
Drill/Spear attack, use a Strong Dragon Punch to take him out of the 
air. His Teleport move is a pain, but it does have a weakness: if 
you’re close enough to him when he reappears, throw and he won't 
have chance to block. 


When fighting Guile you 
Should really stay back, 
use constant Fireballs and 
wait for him to make 
mistakes. If Guile jumps your 
projectile, use the Dragon 
Punch before he lands and 
follow up with a Fireball, 
timed to hit as he gets up. A 
tactic which works very well 
is to fool Guile into a Flash 


Kick—a Weak Dragon Punch 
just out of range works well—and then Strong Dragon Punch while 
he’s in mid-air. When he goes for a Sonic Boom don’t forget you can 
use the Hurricane Kick to go through it. 


Vs BALROG 

Wait for Balrog to begin the punch and just as he begins to slide 
toward you use a Dragon Punch to stop him in his tracks. If you can 
keep him at long range, use Fireballs to make him jump, Strong 
Sweeping when he lands or Hurricane Kicking to deliver multiple 
hits. Again, if you get caught in a corner, use the mid-air Hurricane 
Kick to get out. | 


BEAT—EM—-UP 


Vs VEGA 
Vega is very fast and uses 
jumping attacks with great 
regularity, which you can use 
Dragon Punches to combat. 
He is at his most vulnerable 
when jumping off the fence, 
SO use a Strong Kick and he 
will hide behind invulnerable 
back flips—wait for him to 
come to a stop and hit him 
with a Hurricane Kick. When 
he goes for the Barcelona 
Attack or Mid-Air Suplex wait 
for him to get to about head 
height and do a Hurricane 
Kick, and you'll hit him 
before the move has a 
chance to connect. 


Vs SAGAT 
Sagat always uses his Tiger Fireball attack and this is the time to 
attack. Anticipate when he'll do the next Tiger and as he does jump 


toward him with a Strong Kick, 
following through with a Strong 
Sweep. If he misses with a 
Tiger Uppercut catch him as he 
lands and throw him, as kicking 
in mid-air no longer does 
double damage. 


Vs M._BISON 

If Bison attacks from the air, 
use a Dragon Punch to stop 
him hitting you. Another good 
technique is to do a Fireball, 
then as he jumps over it use a 
Dragon Punch. When he uses 
his Flaming Torpedo stop it with 
a Fireball. The Head Stomp is 
easy to combat: block high as 
he stomps your head and as he 
lands on the other side, 
attack him with a double hit 
Strong Dragon Punch. 


CHUN-LI 


Vs KEN 
When Ken attacks with a 
Hurricane Kick, block it and as he falls to 
the floor throw him before he has a 
chance to block. As with Ryu, if he goes 
for a Fireball, jump over it and attack 
with a Strong Flying Kick, a Strong 

Sweep and a Fireball to finish. Block 
Ken’s Dragon Punches and throw him as 
he comes down. 


Vs RYU 
Don't try and jump over 
Ryu as you'll get caught 
with a Dragon Punch: 
wait until he does a 
Fireball, then jump over 
it and attack with a 
strong Kick followed by 
a Strong Sweep. If Ryu 
does a Dragon Punch 
and misses with it, you 
should use either a 
throw as he lands ora 
mid-air throw for even 
greater damage. 


Vs BLANKA 
lf Blanka uses the Horizontal Cannonball attack you should use a 
Fireball or Strong Crouching Punch to hit him, although it 


no longer does double damage. A tactic which works very well is to 
jump toward him with a Medium or Small Kick, rapidly pressing Weak 
Kick as you land to do a Thousand Foot Kick. This, if executed fast 
enough, will hit him before he blocks and may even cause a stun. 


Vs HONDA 
As Honda begins to jump toward you, time a Fireball correctly and 
hit him just before he lands. You can also shoot a Fireball, then as he 
jumps over it, do a Strong Leg Sweep and hit him as he lands—this 
way he won’t have a chance to block. If he does a Sumo Headbutt, 
counter with a Fireball or a Strong Punch. If Honda blocks you into a 
corner get out as fast as possible, the safest and fastest way being to 
jump off the wall. 
Vs ZANGIEF 
Fireballs are not really 
much use against Zangief, 
as more often than not he 
does a Spinning Clothesline 
. and the Fireball goes right 
through him, so don’t 

* waste your time. The 

_ same tactic which 

~ worked with Blanka 
works well with Zangief—that is to jump toward and do a Small 
Thousand Foot Kick as you land. Unless you’re attacking him, try and 
* stay away from Zangief as much as possible and only go in close 
when you really have to. 


Vs CHUN-LI 
As Chun-Li starts to attack from the air with Medium or Weak Kicks, 
anticipate when she will do the next one and charge up a Spinning 

Bird Kick. Now as she falls toward you, do the Bird Kick 


and this will take her out of the air and do useful damage. When she 
jumps off the wall, move behind her while she’s still in mid-air and 
throw her as she lands, following up with a quick Fireball. She often 


uses the wall so make good use of this technique. 


Vs DHALSIM 
Because Dhalsim is so slow in the air, he’s a very easy target for 
Chun-Li’s airborne attacks. When he jumps you should go for the 
mid-air Neck Throw, or a high Spinning Bird Kick, which can deliver 
multiple hits before he lands. Yoga Flame can be cancelled out by a 
Fireball or, if you can time it right, jump over and attack with a 
Strong Kick, Strong Sweep combination. Dhalsim uses his Slide 
attack a lot—block it and before he has a chance to start blocking 
again Strong Sweep him. 
When he uses his Teleport, 
he is vulnerable for a brief 
second after reappearing, an 
opportunity you should use 
either to do a Neck Throw or 
a Strong Sweep. 


Vs GUILE 
Guile is a tough opponent for 
Chun-Li as he has moves 
almost as fast as her and 
boasts some very quick 

" attacks. Don’t try and jump 
over him as he will Flash Kick you every time—instead stay 
back and wait for him to attack you. If he starts to use the Sonic 
Boom, counter with a Fireball, remembering that it is very difficult to 
jump over the Sonic Boom and attack Guile as he nearly always Flash 
Kicks you. A good tactic is to trick Guile into doing a Flash Kick— 
Small jumps just out of his range work well—and when he’s 
defenseless in mid-air hit him with an airborne throw. 


Vs BALROG 
When Balrog uses the Slide 
Punch, duck down and block, 
this way you can’t get hit by the 
punches. Now perform a Strong 
Sweep to take his legs away. An 
excellent technique is to use the 
Fireball attack which he will try to 
leap, So Strong Sweep him 
before his boots touch the 
ground. If you can charge it up 
quick enough you can catch him 
with a Spinning Bird Kick 
which delivers multiple hits 
and may even stun him. 


BEAT—EM-UP 


Vs VEGA 
The two fastest characters in the game meet, and this is a tough 
match for Chun-Li. When Vega comes off the fence he is at his most 
vulnerable, so stand to one side of him and, as he jumps toward 
you, jump up for a mid-air Neck Throw. Now time a Fireball to hit 
him as he lands. When Vega does a Backward Tumble he is 
invulnerable to attacks, but if you start a Spinning Bird Kick just as 
he's about to stop you can catch him with a few good hits. 


Vs SAGAT 
Try and fool Sagat into 
doing a Tiger Uppercut— 
a jumping kick just out of his 
reach should do—and when 
he’s still in the air jump up 
with a mid-air Neck Throw. If 
he moves toward you, a 
Strong Punch or crouching 
Strong Punch will keep him 
at bay. When Sagat starts to 
do Tiger Fireballs you should 
anticipate the next one and 
jump over it and toward him, 
attacking with a high Strong 
Kick and Strong Sweep 
combo. 


Vs M.BISON 
When Bison goes for his mid-air Head Stomp you should block high 
and use a Neck Throw as he falls to the ground. The Fireball 


should be used to stop him if he tries a Flaming 
Torpedo attack, or alternatively use Weak Punches 
while crouching. The same technique should be used if he 
goes for the Scissor Kick. When he tries to jump over you 
and around the screen, time your jumps to pull off a mid-air 
Strong Kick or Neck Throw, jumping off the wall with a Medium 
kick. Finally, doing a Thousand Foot Kick as you land is also useful 
against Bison. 


GUILE 


Vs RYU 

Ryu’s Fireball should be 
jumped over, before 
attacking with a Strong 
Jumping Kick, Strong Sweep 
combination. When close 
enough you can charge up a 
Flash Kick, and as he lets 
loose the Fireball, do the kick 
SO you go right though it and 
hit him. Don’t use the Sonic 
Boom much as Ryu will 
Hurricane Kick past it to 
attack you. Should he do a mid-air Hurricane Kick, wait for him to 
come down and grab him with a Dragon Suplex—because Guile is 
SO agile you're able to grab him before he hits the ground. 


Vs KEN 

Not so different from Ryu, 
although Ken uses his Special 
Moves a lot more than Ryu, so 
blocking them and counter- 
attacking is the key. Never try and 
jump over Ken, as he catches you 
with a Dragon Punch every time, 
and always block unless you're 
pulling off a combo as he’s very 
quick to attack. 


Vs GUILE 

The way to play Guile is to beat 
him at his own game. Use Sonic 
Booms to keep him at a distance, 
waiting for him to come to you. If 


a bit, so use the Sonic Boom to stop it: although you can jump over 
and attack with a Strong Kick, this is very risky and could leave you 
open to a Sumo Drop. Do a Sonic Boom and Honda will jump over it, 
and now you should meet him in mid-air with a Strong Kick. The 
main things to remember are not to get backed into a corner and to 
keep Honda at a safe distance. 


Vs DHALSIM 

This is an easy match for Guile as he holds several big advantages 
over Dhalsim. Being much faster, Guile has little problem in catching 
him out in mid-air every time he jumps, and a throw and Flash Kick 
will do the job excellently. When he uses the Yoga Teleport, wait for 
him to reappear and grab him with a Dragon Suplex, because it does 
loads of damage and there’s nothing he can do. 


you can trick him into Flash Kicking, you can catch him 

as he lands to Suplex him. Sonic Boom and he will try and jump 
over it, you should now meet him in mid-air with a Strong Kick. 
Always keep Guile going backward because when he starts to move 
forward he Is tough to stop. 


Vs CHUN-LI 
When Chun-Li does her 

Fireball attack, jump over it 
and attack her with a Strong 
Kick followed by a Strong 

Sweep, and chase that with a 
sonic Boom, timed to hit her 
as she gets up. If she tries 
her Thousand Foot Kick, you 
should jump over it and 


| Vs BLANKA attack her with a Strong 
pox = |f you are a quick and agile Special Move charger you've got a big Kick, Strong Sweep 
advantage in this match. Because Blanka uses his Horizontal combo. 


Cannonball so much, you are called upon to use the Sonic Boom 
quite a lot, and this is where you must be good at charging. Whenhe Vs ZANGIEF 
tries to jump over the Sonic Booms, simply use a Strong Kick to The most important thing to 
sweep his legs away as he lands. One thing to remember is not to remember when fighting 
jump toward him as he can attack with either Electricity ora Vertical | Zangief is to stay 
Cannonball. 


Vs E-_HONDA 
Honda’s Sumo Torpedo is easily combated, by simply using a Sonic 
Boom to stop it. Honda uses the Hundred Hand Slap quite 


Bi oue 


BEAT—EM-UP 


out of the corners and not to get too close, as he has ahuge reach _ it. If close enough to him you can Flash Kick 
on the Spinning Pile Driver. Use a combination of jumping Strong through any Fireballs and hit him before he can 
Kick and Strong Sweeps and you should be okay. recover to block. 
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Vs M.BISON 
Bison’s Head Stomp should be blocked, and as he lands grab him for 
a Dragon Suplex—this will take excellent timing due to Bison’s speed 
but works well when perfected. If Bison does his Flaming Torpedo 

you should take him out of it with a Sonic Boom, and the same tactic 
should be used on a Scissor Kick. His Strong Sweep is easily blocked 
and before he can block in turn, counter with a Flash Kick. 


ee es 
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Vs BALROG : Action Replay Codes 
Keep a Safe distance between yourself and the boxer or you'll pay in 7E0530B0 Infinite energy for player 1 
pain, because his Turning Punches are very powerful and should be a 
7E0730B0 Infinite energy for player 2 
avoided at all costs. Duck underneath them, and you can land a free 
his lene the heat +0 defeat Bal ting | 7E054C22 __—~ Player 1 burns when hit 
sweep on his legs—the best way to defeat Balrog, as getting in 7E074C22 Player 2 burns when hit 


close will invariably end up with you getting hit. The Sonic Boom is 7E05D001 Player 1 must win one round. Turn Action Replay 


also a great way to keep him at bay. on before -stage and off before killing the opponent. 
7E1C880E _—_— Turbo Turbo edition 

7E05E801 Only special moves for player 1 

7E07E801 Only special moves for player 2 

7EQSEAOQO = Allows player 1 special moves in the air 
7EQ7EA00 Allows player 2 special moves in the air 
7EO9A001 lf player 1 starts bleeding it never stops 
7E054701 ~— Auto block 


7E18ABO1 ~—_ See the end of the game after 1 level 
7E188EOX _Level select (Replace X with any letter, O-E) 


Vs VEGA 
When the Spanish Ninja jumps onto the fence, you should power 
up a Flash Kick and, as he jumps from the fence, use the kick to 
take him out in mid-air. His Tumbling Claw attack should be 
blocked, by letting loose a Sonic Boom just before he comes to a 


7E053310 
7E073310 
7E050800 
7E070800 
7E0535B0 
7E05E709 
7E0518FF 


Super jump for player 1 
super jump for player 2 
Teleport code (player 1) 
Teleport code (player 2) 
silly mode (player 1) 
Strange kick 

Weird one 


— 7E0534E1 Earthquake effect 

Stop, and if timed right he won’t be able to block. Vega’s strong 7E05C1B6 Magic moves and back fire 
Sweep leaves him vulnerable for a few seconds, so block it and 
take full advantage of this by hitting him with a Flash Kick pee Caren a ve 

g y g 7E054022 _—~ Player 1’s shadow turns to blood 

7E074022 _—~ Player 2’s shadow turns to blood 

Vs SAGAT 7E054000 ‘Flashing shadow for player 1 
When Sagat uses Tiger 


Fireballs, you should jump 
over them and attack with 
a Strong Kick followed up 
with a Strong Sweep and 

sonic Boom as he gets up. 
This combo does loads 
of damage and, if timed 


properly, there is 


nothing he can do about 


7E074000 
7E054A22 
7E074A22 
7E059C77 
7E052307 
7E052321 
7E052323 
7E052325 
7E059C01 


Flashing shadow for player 2 
Player 1 turns blue when hit 
Player 2 turns blue when hit 
Double speed 

Super Ryu fireball 

Ice Ryu 

Fire Flare 

Ice Ball Ryu 

20 times the normal speed 
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Cheats First of all you must be in a two- 


Street Fighter II Turbo is one of the most heavily tipped games on _ Player game, as this Is the only time 
the planet, with loads of joypad cheats and hidden extras plus the cheat works. Now, when both 
literally hundreds of Action Replay and Game Genie codes offering Players have selected their character 
all manner of weird and wonderful effects. These vary from giving and the country selection screen 
Ryu mid-air Fireballs, to making the game’s speed even faster. Here COMes up, key in the same sequence 
is a selection of the best joypad cheats around plus enough to as used in the cheat above on pad 


codes to keep you busy until SFIII. two. If you've done it correctly a 
screen will scroll in from the left 


allowing you to turn off any of the 
characters’ special moves. Now that 
deadly four-hit Dragon Punch combo 
your mates keep stunning you with 
will seem like a distant ey 


Joypad Cheats 
Ten Star Super Speed 


ALIA LIL LLL LOEB ELLIENLLEERELLLLLASEAL EE PELELLELLLELLE I LELALL II LE, 


So the four speed settings on SFIl Turbo aren’t enough for you? 
Well, this cheat cranks the speed up to a mind-numbing ten stars, 
making the game virtually impossible to play, let alone complete. 7 : 

To access this cheat do the following: when the word “Turbo” | Game Genie Codes 
flashes across the screen quickly enter [DOWN], [RIGHT LEVER], BDA3176D 90 seconds on the clock at start of round 
[UP], [LEFT LEVER], [Y], [B], [X], [A]. If you entered the sequence 9DA3176D 50 seconds on the clock at start of round 


fast enough you hear a ping letting you know the cheat has worked. FDA3176D__10 seconds on the clock at start of round — 
Now, when the title screen comes up with the game options, you'll 6091 E76D 3/4 of maximum energy 

have the option to set the speed to between one and ten stars. You 9691E76D _ 
better hold on to your hat though, the tenth star setting is over 
twice as fast as the arcade version! 


_ 1/2 of maximum energy 

/Aagt E76D 1/4 of maximum energy 

| DD Infinite time 

Turn Off Individual Special 891 F84AD _ Most attacks do no damage (except throws) 
IVioves -€7347405 Throws do no damage 

If you don’t want to turn off all the special moves in the game but stil | FO347405 First throw does more damage 

don’t fancy you chances when it comes to getting past Ken’s huge DDF17D60 Do some special moves in mid-air 


Dragon Punch or M Bison’s flaming torpedo, fear not. This wicked DDSFEFAD Players can walk through each other 
cheat allows you to switch each special move in the game on or off. 


Joypad Controls 


[LI - on  . : Hee suas 
Up SUPER HINTENED eae 


Punch 

[Y] - Weak 
punch | 
[A] - Medium — 
ay kick 


[B] - Weak 
kick 
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_ > Walk left/Block — 


- Walk ‘ght 


SELECT START 


Down 
- Crouch 


[Select] - Nothing — Start] - ‘ai es 
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uper Bomberman started the Super 

NES multi-tap phenomenon and is still 
rated as one of the best four-player games ever. The frantic 
race to blow up your opponents before they get to you may seem like 
a case of dropping your bombs and hoping for the best, but beneath 
the surface, Super Bomberman is a very tactical game. This gun yee 
tips on how to beat the tough bosses in one-player mode. 


Hammering Robot 


The first boss is a tough cookie. It 
Carries a huge hammer and isn't 
afraid to use it! The trick to 

defeating this psychotic robot, is to 
anticipate his movement pattern and 
lay aS many bombs as possible on 
that predicted path—once you master 
this skill, you'll have very little trouble 
killing it. 


Miad Clown 


Level Two’s boss is the Mad Clown, and he sure lives up to his name. As with the first boss, 
anticipate its movements and drop bombs accordingly. Stay alert, though, as the clown 
attacks by throwing bombs back 
at you, aS well as crushing you 
with a powerful headbutt. 
The secret to avoiding its 

bombs is to keep moving. 
Remember, collecting the Boxing 
Glove or the Bomb Kicking power- 
ups, makes the battle much easier. 
Attack from a distance whenever 
possible, and always aim for the 
clown’s mouth. 


Deadly Pinch Machine Robo Boxer 


The huge Pinch Machine is the first one to be You can’t harm this boss by laying bombs on 
personally operated by the evil scientist. Don’t the ground, or throwing them at it—you’ve got 
be put off by its menacing appearance, it’s to knock it into the electric fence surrounding 
actually quite easy to kill—if you know how! the screen. To do this, place bombs in such a 
Begin by laying a cluster of bombs close to way that Robo Boxer is blown toward the 
the machine’s track, so they explode just as the target, not away from it. The best tactic is to 
machine moves over them. Watch out for the make sure the boss is between the fence and 
twin pincers mounted on the front of the the bomb you plant. You only need one 
machine—one squeeze from them and you'll explosion to create the desired effect and it 
lose a life. takes six high-voltage blasts from the fence to 
: , kill the deadly droid. ay 


Arena Duel 


This area doesn't have one 
end-of-level guardian, instead 
you fight a series of battles 
with a gang of increasingly- 
intelligent bomber droids. 
Because each droid is 
different, you have to develop 
your own tactics for each, but 
there are a few golden rules. 


Double Trouble 


These two metal monsters are your penultimate 
challenge and prove very tricky for two reasons. 
First, because they both carry a huge shield, hitting 
them with a bomb blast from the front is impossible. 
Second, these intelligent robots actually move away 
from bombs and protect their weak spot. 
The key to defeating them is to push the bombs 
along the floor and punch them over walls. If you can 
- trap a robot between two bombs, no matter which 
wae Si(1€ it blocks, it’s still gonna take a hit. 


% 


Helier: HbA MiBiAy: Hebi: HABA HEH 


First, collect as many Flame and Extra Bomb power-ups as you can. The 
more bombs you can drop and the longer your explosions range, the better 
your chances of success. 
Some of the faster droids are 
far too quick to keep up 
with, and try to use their 
speed to suck you into a 
trap. Don’t get caught out! 
Turn the tables and use their 
speed against them by 
anticipating their route and 
blocking it with cunningly- 
placed bombs. 


Mietallic Spider 


This huge robot arachnid causes all manner of problems if you 
try and attack it in the wrong way. As in levels one and two, 
anticipate the creature’s path and lay as many bombs on the 
route as possible. If you keep moving, you're able to lay 
bombs in the spider's path as yous re gpodging the long-range 
missile it fires from its body. iy 
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Final Showdown 


This is it, the final battle. You must now 

take on both the evil scientist and his 

top hat-wearing accomplice in a battle 

to the death. The tricky twosome attack 

in an airborne contraption which may 

Seem impossible to attack, but, with the 

right tactics, can easily be overcome. 
First, collect one of the Boxing Glove 

power-ups thrown down from the ship. 

Now, punch your bombs up into the cockpit of the aircraft, destroying it from the 

inside. If you lose the Boxing Glove power-up, wait for another one, as 

without it you can't do 

any damage. It may 

take a few minutes to 

get the timing right, 

but once you do, 

there’s nothing the 

deadly duo can do to 

stop you! 


- (R}- Nothing 


»@ SUPER MINTENDE 


EMTERTARINMENT SYSTEM 


SELECT 


START 


- [start] - Pause 


uper Empire Strikes Back is the sequel 

to the hugely successful Star Wars 
game and carries the plot of the epic film saga one 
Step further. If you thought the first game was good you ain't 
seen nothing yet, as this blows its predecessor out of the 
water. Graphically it’s stunning and still features those incredible 
Mode / sections, but as before, music and spot effects steal the 
show—the movie’s amazing soundtrack never sounded better and 
the in-game samples are nothing short of mind-blowing. Brave 
and Jedi settings are incredibly tough, so below you'll find a 
complete guide to every level and all the mega-tough boss 
characters, young Jedi Knight. 


PART I—HOTH 


ice Plains 


The Lightsaber is strongly 
recommended as a weapon, and 
it pays to keep the shielding 
Tauntaun alive for as long as 
possible. Using the Lightsaber 
while on the Tauntaun is a little 
awkward, but is quickly 
mastered. After a short while you 
discover a cave, dismount the 
Tauntaun and enter the passage. 


y Area 1: The Ds 


Area 2: The Wampa Creature Cave 


The main threat in this first cave section comes in the form of the baby Wampas—small 
but deadly, they freeze you with icy breath before attacking with their extremely sharp 
claws. Use the Lightsaber and Somersault Jumping Attack to kill them. Beware the tiny ice 
bats, they are easy to kill, but if you’re frozen by a Wampa they push you off platforms. 

Defeat the first boss, the Giant Wampa, by standing on the side furthest away from his 
attacking claw. As soon as the claw retracts, use a Somersault Attack to get safely over 
the monster's head while it exhales its freezing breath. Don’t jump again too soon or 
you Il be hit by the other claw as you land. Continue to repeat this pattern until you’ve 
destroyed him. 


Area 3: Tauntaun 


lf you looked after the Tauntaun on the 

first section you should still have your 
faithful companion, so make good use of 
him. Watch out for this section’s huge, 
spike-filled pits (hidden beneath collapsing 
bridges), and search for the big hearts. It’s 
worth going slightly out of your way to get 
them as they replenish over half your energy. 
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ayo stop inn pee you Is to shoot foi at 
t long range. The next confrontation with a Probe 
= Droid is at the midw yay point of the stage—this 
: one’ s much bigger and takes multiple hits to 
destroy. Use the Lightsaber Jumping Attack as 
_ often as possible, and when the Droid retaliates 
with plasma bolts use the overhanging rock to the 
left as a shield. Once this is defeated grab the extra 
ons and points hidden to the right. 
The final boss, the Giant Probe Droid, gives you 
a run for your money, so, unless you have a very 
= powerful blaster, use the Lightsaber as your 


ved with ate 
Je small hearts Lunes , 
7 en nthe Droid i is Be tira: 

1 of th ee S and the head comes back 


er prdeetiovit a Droid for the Giant ‘Meat 
2 enemy speeders are tougher to defeat and 
g strategy. Watch out for the vibrating ground 
Bras i oibaneeeter on one Speeds se at 


Ny “The final mi ‘dad is to destroy five might AT- AT wg 
Walkers, either by blasting them with your lasers or 
w cables to trip them up. The latter is far 

they take hundreds of shots to kill. The b 


. strategy is to go in low and release the tow cableas 


a proach the front leg, before circling and staying | 
-as possible. Going too high breaks the cable and 
you | HEME 5 to start over. peel four me the me 


tonator. Ifyou = I 
the detonator, use tl he == feta 1 a 7 : 
remember key areas of 
nd the “AT-AT s laser assages to stop 
( clearin the skies We 


Rebel Base 3 


This level’s layout is identical to the 
previous level, so use the tactics explained in 
the last section. The boss is an AT-ST Walker, 
but, before you thinking about inflicting 
damage upon it, you need to destroy the gun 
in the middle of the craft. Han’s bombs are 
ideal for this job. If the AT-ST jumps toward 
you roll underneath it. Once the gun is 
destroyed, keep shooting the Walker and the 
energy bar starts to fall. Watch for more 
sudden jumps and keep attacking it from 
behind. There’s a hidden Shield in the middle 
of the boss screen; simply shoot upward to make it appear. This 
handy power-up reduces the amount of energy lost each time 
you're hit, making your task much easier. 

The Millennium Falcon section is—thank goodness!—easy. 
Simply weave between the asteroids and destroy the Tie Fighters 
when they appear in your sights. If a Tie is following you— 
represented by a red dot on the radar—keep moving around the 
screen to shake it off. If you don’t, its effective weapons systems 
launch a highly accurate attack, stealing valuable energy. 


Area 2: Find Yoda 


There are two routes to take on this stage: one being to 
negotiate the upper sections of the map; the other involving 
Staying near the bottom of the screen—the middle’s very 
dangerous and best avoided. 

You already have the Elevation power, making the 
upper route easy, but keep a close eye on how much force 
power you've got left, as running out at an uncontrolled 
moment can be disastrous. The upper route contains an 
Invisible Power, Blaster power-up and numerous Force 
power-ups. The bottom path is easier as you cant fall off 
it, but it’s infested with enemies so be on your guard for 
bad guys as well as Anti-motion power, energy hearts and 
more force power-ups. 


ite, 


PART Ii —- DEGOBAH 


Area 1: Find R2-D2 


From the start, drop off the ledge and search the lower-left corner 
of the stage—here you find the essential Elevation and Force 
power-ups. The Elevation power enables Luke to float and explore 
the entire level for power-ups and other goodies until his force 
energy—represented on the force bar—runs out. When you've 
gone through the entire level, head left and rescue Artoo. 


Area 3: Habogad 


This final Degobah stage provides the 
last of the Force power-ups so 
Search it thoroughly. From the start 
point use Elevation to move Luke 
directly upward, killing Dagbats along 
the way and using your Lightsaber to 
uncover hidden power-ups including 
Invisibility, Force power-up, Lightsaber 
Control, Mind Control, Anti-Motion, 
Deflect and Health. 

Use Elevation to move right where 
you can find even more goodies as long 
as you keep your Force 
power topped up. There 
are two 1-ups, a Giant Heart, a Blaster power-up and a 
Force power-up to find. Once you've collected them, 
make your way to the right to confront the huge Degobah 
Swamp Creature. Habogad Is a lot easier to beat than it 
appears, though its mouth area is quite deadly. The key is to 
use Lightsaber Somersault Attacks to avoid the gaping 
chasm of the creature’s mouth, while attacking the eyes. This 
boss takes loads of punishment, but stick to this strategy and 
you'll eventually wear him down. 


Area 2: Ughnaught 
Factory 


Take control of Chewbacca and prepare 16 get 
thrown in at the deep end. This level is packed with 


|G-88 droids so you need to keep your wits mgt 


about you and your 
trigger finger locked 
on the fire button. 
Dengar is a very tricky 
opponent who attacks 
twirling a huge light - 


staff which doubles as- 
an infuriating shield. — 


Stand your ground 

and attack when he 

lowers his shield to 
lunge—time it right and you : should hit him while 
staying out of his light staff's range. 

The small Ugnaughts inhabiting this stage don’t 
look very tough, but they attack with venom so be 
on guard. Other obstacles Chewbacca faces include 
huge lava pits and a speed run across slippery 
stepping stones on a molten metal lake. 

The Ugharro Mining Crusher is a tough boss in 
even tougher surroundings—remember to stay out 
of the lava, even if it means taking twice as long to 


destroy the Crusher. First, go for the triple guns on | | 


top to reduce the Crusher’s firepower, then destroy 
the exhaust pipes on the bottom and top. 


Once you’ve finally done this, move to the far- 


right platform and duck so the crusher can’t hit — 
you. Keep blasting all the time and the boss’s 
energy begins to fall drastically. Once the main 


go for the dais gun sade and ier Barth see na 010 $ 
_ Ship as it swoops—it wat some doing, but keep at it 


Area = Ca rbon Freezing a 


; average Storm Trooper! Ma | 


attack with powerful lasers so 
destroy them as aaa as. 
possible, and, most — 


‘importantly, don’t let a bunch of | 


them attack you together or 
you're in big trot . Avoid the 


_ freeze jets 


crusher is destroyed the control pod comes to © aie 


life. Attack this metal monster with a Somersault 


Attack before jumping carefully to the cae g0%s 
rescuing C-3P0. 


loud Cars wa ting to gre 


Elevation 

This gives Luke the 
power to float 
through the air. 


Freeze 

Brings everything on 
the screen to a 
complete stop. 


Heal 

Used to replenish 
Luke’s dwindling 
energy. 


Invisible 

Allows Luke to travel 
around unnoticed 
and reappear at will. 


Mind Control 
Use Jedi force to 
— / oe Tee a | me overpower weak 
a j0 vase | a mye _™ enemies. 
) Saber Control 
Luke can throw his 
lightsaber across the 
screen. 


Saber Deflect 
Protect yourself 

-_ | - =. | 5 you think t Ss Ie from the powerful 
Slowdown 
Slows enemies 
making them easier 


Blaster 
An ideal weapon for 


long-range attacks 
but lacks firepower. 


Grenades 

Grab these 
immediately to gain 
eight missiles. 


Health sword 

The key to survival. 
It adds energy to the 
player's staus bar. 


Big heart 

Have a heart! This is 
the best icon for 
Jedis low on energy. 


Shield 

Grab these handy 
icons to power up 
your defenses. 


Hearts 

Each defeated Storm 
Trooper leaves a 
piece of energy. 


Thermal detonator 
These powerful 
explosives Cause 
mega damage. 


Vader mask 

Track down Darth’s 
helmet for a massive 
points bonus. 
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: Area 4: Reactor Part 3 
Action Replay Codes As you plummet from the sky, collect as many of the Force 


If you don’t fancy using the joypad cheats, here is a selection of the icons as possible for mega bonus points—a zig-zag 
best codes for Datel’s Action Replay cartridge. Enjoy! motion works best. When you're attacked by a platoon of 


7E01AC05 — Infinite lives Air Assault Troopers use the Lightsaber Somersault Attack 
7EOCF620 — Infinite energy to knock them out of the sky. Again, avoid letting them 


. bunch into big groups. 
TEOCF841 — Gives Taun Taun infinite energy. At last it’s time for the final showdown. As soon as it 
7E0315FF — Infinite force begins, jump over Vader and head for the right corner. 


When he flies toward you, swing the Lightsaber once then 
block. Always Let Vader come to you, never attack him. As 
he starts sending debris at you, use a Super jump attack to 
Clear the screen, then collect the Force power-ups. 
Sometimes Vader attacks while throwing debris around. 
When he does, use the Somersault Attack to clear the 
rubbish and hit him at the same time. Keep your Force 
power meter fully charged so you can restore your health 
with the Heal power if you start running low. Keep 
attacking Darth in small bursts and victory will be yours... 


7E01E80X — Blaster of your choice (replace X with 1-4) 


Joypad Cheats 


On the screen, press:- 
A,X,B,X,X,A,Y then [START] for unlimited thermal bombs. 


9 SUPER NINTENDO 


Ni SYSTEM 


SELECT START 


eaturing supersmooth scrolling and 

some of the most in-depth mission 
detail of any Super NES game ever, Super Strike Eagle is 
the 16-bit flight sim fans have been crying out for. The only 
problem is rookie pilots may find some of the hectic action 
Sequences and campaign details a little too much for them. This expert 
guide is put together by the best top guns in the gameplaying business 
and will give you the edge in any situation—from floating well-hidden 
targets to destroying a squadron of enemy MIG fighters. Read on 
before you become the next casualty of war! 


Finding 
Your 
Target 


Locating your target quickly 
and accurately is essential 
for survival, particularly on 
the later levels, as the enemy 
constantly attack you with 
ground-to-air missiles. 
Usually you can use the red 
arrow that points you to the 
next mission, but sometimes 
you may wish to tackle the 
tasks in a different order to 
the computer's 
recommended route. 
lf you choose to go it alone, locate your target quickly and fly directly to it. Don't get 
tempted into taking part in a dog fight with a passing enemy plane—that’s simply asking for 
trouble! If they attack, 
defend yourself vigorously 
but dont be the aggressor. 
On the later levels 
targets can be hidden in the 
middle of cities, 
making locating and 
destroying them even 
tougher than usual. If 
you re having trouble 
finding your next target, 
your last resort is to fly 
over the entire city—this is 
a very risky practice which 
may result in you being 
attacked by SAM sites or 
other ground-to-air 
missiles. The best 
option is to fly at 
maximum speed over the 
city, as this reduces the 
chance of a missile attack. 
Don't worry about flying 
past the target, when you 
finally locate the target 
sector, the view 
automatically changes to the 
top-down view—no matter 
how fast you're flying. 


Air-To-Air 
Combat 

One of the most 

difficult skills to learn, 

good strategic air-to-air 

combat Is essential for 

survival. The enemy isn’t 

up to much on the early 

levels so use the time to 

gain confidence and 

practice dog fighting 

maneuvers. You'll need to 
Sharpen your skills early on as 
during the later stages the enemy 
brings out its top guns and they 
give you a real run for your money. 

You can use either Sidewinder 
missiles or the chain gun to take 
out enemy planes, both have the 
same effect but need different 
operating skills. The chain gun is easy to master as it only 
requires you to press the trigger and watch as the bullets fly in 
the direction you're flying. The chain gun’s major drawback is 
its limited range which means a barrage of hits are needed to 
completely destroy an enemy MIG. 

Sidewinders, are much more powerful and have a greater 
range than the chain gun. Their only disadvantage is you have 
to lock onto the target before firing and this requires precision 
piloting skills. Practising with both types of weapon is 
essential, so use the early stages as a flight school to get your 
attacking skills up to a good all-around standard—you ll find 
this a big advantage later on. 
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Air-To-Ground Combat 


The most important part of Strike Eagle’s missions is to destroy 
ground-based weaponry in enemy strongholds. To ae this 
successfully requires very accurate 
bombing and strafing skills. Here’s the 
best way to go about your task.. 
When you enter an air-to-ground 
section, the screen perspective switches 
to a top-down view, with you looking 
down on your plane. You can fly in 
-any direction and, as with the air-to- 
air dogfight sequences, you can use 
either the Sidewinders or chain gun. 
Each air-to-ground section has one 
main target to destroy—usually an 
airport—and a number of smaller targee which can be 
obliterated for bonus points. : 
How you tackle these sections largely depends on how | 
much energy you have left at the time. For example, don’t © 
hang around if you’ve got 90% damage: fly in, blitz the 
main sige and get out of the battle zone as A esetl: as le This” 
method allows you to complete 
the mission but doesn’t do 
much for your points total— 
Still, at least you'll survive to 
fight another day! 
If you're free from damage, — 
take extra time to destroy the §— 
main and surrounding targets. 
You get a much bigger bonus 
using this method which 
makes the rest of the campaign easier in the ae run. 7. 
When attacking ground targets, start your bombing run as high as 
possible and then Ny toward the group of targets with your chain gun 
= sy Diazing. When you get 
close enough to get a lock- : 
q "On, fireacouple of 
=... sidewinders. This way — 
| you're certain of feelin out 
the targets—give yourself r 
) plenty of time to pull up out 
of your dive, though, or | 
you'll get an extreme close- 
up of the ground and erupt | 
in a wall of flames. 
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Ar Yourself! 


eaten in in the game, Sind if it’s 
> fully powered- up, you'll find it the best all-round 
. blaster. In its sauaie form, , YOU es get three 


group of sini: fast moving mhadeles) <5 
point and blast! Second, it’s powerful, falling 
just short of the laser (the strongest weapon 
| -Youshould have no trouble killing the smaller end-of-stage bosses with this baby. 
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ellow Pode: Bounce 


This is the weirdest weapon in the game, but can prove ihe 
‘most useful. Its main projectile explodes on contact and fires 
“A out five smaller shots—perfect when you’re making your way 
through a tight tunnel section, as your shots rebound off the walls 
and give a much better chance of hitting something. : 
: The more you power-up, © 
the larger the first Pee 
gets and the faster the gun 
fires, so it’s well worth the — 2 
effort to get it up to full power. 
On the down side, the gun 
| isn’t all that powerful, so, if 
Pa you try to take out a big end- 
of-stage boss with it, you’re in 
for a hard time. Ditch the gun 
as soon as you get into an. 
open area, because the shot’s 
med arc iS SO small you'll find it 
ee makes killing enemies very 
tough— ge ee 


tl edit Also, make sur 
| you don’t run out of 
wheel time when you're 
in an area with a very 
© @ #1 small entrance or you 
a> ma won't be able to get out. 
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ossibly the best looking platform shooter 
to grace the Super NES, Time Trax has 
everything apart from a surplus of lives. Only three to begin 
with and no continues makes this a tough cookie and then some. 
50 you'll need to know where the extra lives and letter icons are... 


Sie 


Level One: 
Secret Passage 
Begin your mission by heading right, =, 
shooting the laser turret and smashing the oe 2 ete 
crate for a coin, before heading left toward ae 

two floating coins, closely followed 


we ae ae ee: 


concealing an L Icon and a burger. 
—— Return to the right, grab the three 
o_o. floating coins and drop to the floor. Run left 
. =e Seee to three coin-holding boxes, then right to 
grab a T Icon from above the pipes. Once 
you ve done that, head left again, then down 
a ladder and into a laser turret. To your left 


by a guard in armor, a box containing a coin lies a coin—don’t forget the R Icon, star and 


and a key. If you jump into the left wall, 
there’s a burger worth one energy unit, too. 
Now return to the right then up the nearest 
ladder to dispatch another armored guard. 
Keep jumping around the gap between the 
two top platforms to discover a secret room 
containing four stars and three boxes hiding 
a coin, 1-Up and Fist icon. 


coin to your right! After this icon- 
fest, run left, defeat the armored guard, then 
head down a ladder guarded by a homing 
Sentinel Robot. Now grab the T and coin 
icons hidden below to the left. 

Return to the last set of boxes on the top 
right (reached via an invisible platform—jump 
off the ladder to get to it) and descend past 
the next two levels to an armored guard and 
coin box. Grab the two coins stashed to the 
right, then drop down to meet the first boss. 


Exit through the cracked section of floor 
by standing above it and pressing [DOWN] 
and [B], then run right across the collapsing 
wooden platform to the X Icon. Go right 
from here, over more spikes via the wall- 
mounted pipes (hold [UP] in mid-air to grab 
on) to a ladder with three stars and a Spider They don’t come any easier than this, Dietrich 


sepp Dietrich 


waiting at the top. practices combat like an extra from 


Ascend and go left to a rusty oil drum. 
Crouch-kick the drum to the left, then use it to 
jump onto the wall on the left. Here you find yet 
another coin, before dropping from the wall 
and grabbing the pipe below. Continue heading 
right, past the ladder you previously climbed, 
to a box containing another coin. Now climb 
the ladder just left of here. Head right and 
shoot the laser turret blocking your way, then 
down another ladder and left to two boxes 


Final Fight. Run in straight away and knock 
him down with quick punches and a 
crouching kick (the gun doesn't damage 
him) and repeat at leisure. Once he’s down 
again, run back to the left and wait for him 
to stop dashing around. Once he’s 
motionless, charge in again and pummel 
him to the floor. After another attack he 
explodes in flames. 


Level Two: 
The Laboratory 


Start blasting straight away to get rid of the 
female guard to the right, and proceed 
through the automatic door to gain a coin. 


i Be 


wees §=Run to the right and then go up 
the ladder and trash the box, cannon and 
guard on the right. Now turn left and take 
out two ceiling-mounted cannons for your 
coin and S Icon reward. Return to the right 
and slide down the ladder to the right of the 
one you last used. Head further right into 
another ceiling cannon guarding three stars 
and boxes containing a coin, L and E icons. 
Now climb back up the ladder, 


Left 
- Move Left 


sii 


and continue right. Run through 
another door then go left for an M icon and 
up the ladder for a vital power-up on the left 
and an X Icon directly above the ladder. 
Head down the second ladder and go left to 
collect a coin and burger, then right 
through two doors, up the first ladder to an 
R Icon and coin. Watch out for the wall- 
mounted cannon on the left and be sure to 
grab the second essential item. 

Once you've done this, head to the right, 
climb down the ladder and grab the R and 
Fist Icons. Return back up the ladder and 
then climb down the stairs on the right, 
making sure to grab the three floating stars 
on the way. Keep running past the ladder 
and grab an energy-replenishing soda. To 
meet the second boss you need to climb 
the ladder, shoot the female guard at the 
top and then run to the right. 
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Giant Cannon Grid 


This computer-operated grid, complete 
with gigantic laser cannon, is infinitely 
tougher than the first boss. That said, while 
this critter may inflict more damage than 
the first boss, his meagre energy units 
mean he doesn’t last much longer. 


Approach the grid slowly and swing up 
onto the top level before the scrolling 
catches up and brings the cannon onto the 
screen. Jump around while it tries to track 
you, then double back and slam it a few 
times. Just repeat this pattern or, if you feel 
particularly tough, stay there and take one 
hit while you smash the rest of its energy. 
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BEAT- EM-UP 


ournament Fighters is an all-action 
beat-'em-up in the same style as Street 
Fighter Il. The ultimate aim is to become the Fighting 
Champion in the tricky Tournament Battle, but to do so you must 
go through all the other characters, including some very tough 
bosses. This guide takes you through each battle in your quest for 
glory right up to the final confrontation with Karai. 


Armaggon 


Armaggon is a giant great 
white shark determined to ( 
make sure your tournament is ff 
a short one. He’s quite easy to B 
predict in battle and therefore 
counter attacking him is fairly 
simple. Have charge-up 

moves ready touseandbe § : | , 
ready to use a Fireball Attack Ps hs aa 
at a moment’s notice. i te: alt 


Wingnut 
Wingnut is by far the most dangerous character 
in the air as he has loads of very fast dive 
moves that make your task extra difficult. The 
only way to deal with his aerial assault is to wait 
for him to launch the attack, be sure to block it 
and then attack with a combo of your own 
before he can move away to Safety. 


Aska 


Aska Is the only woman in the tournament, but 
don’t let this fool you into thinking she'll be a 
push over—she’s a ninja of the highest order! 
Her attacks are incredibly quick and powerful 
leonardo making full use of her immense speed 

Leo loves to use his Spinning Cutter to slice § advantage over 

'n’ dice unsuspecting opponents from the almost everyone 
opposite side of the screen. The other special _ else in the contest. 
move that causes problems is the Fire Blade =‘ The best way to 
Attack. Block or avoid this fast-moving deadly tackle her is to Aerial 
projectile. A great tactic for overcoming Leo — Attack, Whirlwind 

is to get in close and overpower him with a Attack, block her 
barrage of quick attacks such as Strong then attack before 
Sweeps and Punches. she can block. 


oe 
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Cyber Shredder Raphael 


Use Fireballs to keep Shredder at a safe Raphael is one of the weakest opponents 
distance and only attack when you feel it’s safe and should offer little resistance. He is most 
to do so. He uses his most powerful move, the vulnerable when using his Fireball Attack. 
Aura Crush, a lot. Avoid it or die! A word of Jump over the Fireball and then attack with a 


warning when fighting Cyber Shredder: never Strong Kick straight into a special move—use 
use a Strong Sweep. Even on the easiest a multiple-hit attack if you can pull it off quickly 
difficulty setting he’ll block it then follow with a enough. However, don’t over-use the Strong 
powerful counter attack. Mid-air attacks Sweep because Raph has a tendency to block 
followed by multiple-hit special moves are the and then throw you before you can react. 


keys to victory. 


Michaelangelo 


Mike is the coolest of the Turtles but isn’t very hot 
when it comes to fighting. He uses his Dragon Breath 
projectile to good effect but finds it hard to follow it 
with another decent move. Jump toward him as he does 
the Dragon Breath move and attack with a Strong Kick 
Straight into a combo. Low Sweeps work well as the 
final hit of a combo as Mike has trouble blocking them. 


Donatello 


The best way to fight Don is to wait for 
him to launch a Ground Claw Attack 
then, as he does so, jump toward him 
and attack with a Flying Kick. If you time 
the kick right he is unable to block your 
hit. Once you've landed the initial kick, go 
Straight into your favorite combo for 


War 


War relies heavily on his incredible strength to 
overpower his opponents, so, as a result, good 
blocking is the key to defeating him. Use short 
Sharp attacks and then quickly retreat to the 
other side of the screen, before launching 


another attack. If your character has a projectile, : : Re antes 
you'll find it ideal for keeping War at bay. The Rat King ues 
Despite his large size, the Rat King Very is Karai 
Chrome Dome very fast and he has a very powerful mid-air ‘The final test is Karai himself. The 


Chrome Dome has an incredible reach on all his = Super Kick that can bring airborne enemies = mastermind behind the whole 
kicks and punches. To back down to earth in no time. He also uses ~—‘ tournament is one hell of a good fighter. 


j wipe out this a speedy Lunge Kick to crush opponents. Your best bet is to use loads of 
advantage fight him Using special moves from a safe distance projectiles at the beginning of the battle 
at close quarters. and waiting for him to approach you are the __ to wear him down. If he approaches you, 


use close-in attacks and Strong Punches: 
never use the Strong Sweep as he blocks 
it and then counter attacks. Avoid 
jumping toward him or you'll feel the 
wrath of one of his powerful aerial 
moves. Stay low and grind it out on the 
ground using long-range moves and fast 
combos and victory will be yours. 


He isn't very hot at 
hand-to-hand combat 
SO, aSSuming you can 
get past the range of 
his kicks, you should 
have little trouble 
killing him in a close- 
range battle. 


keys to defeating the Rat King. 
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1 Gear 2 completely blows everything 
else—including its illustrious 
predecessor—clean out of the pit lane! With three difficulty 
Settings and over 45 completely different tracks, only the greatest 
drivers are going to stand a chance. This guide takes you through 
every stage of the championship season, round by round. 


Australasia 
8JH8 #817 MGMD JOQOMP#76MM 


stock up on money and start saving up for 
the all-important power-ups for the car. If 
you win the first race, spend your cash on 
two sets of tyres—get the best set for the 
wet and the best set for the dry. Save the rest 
of your winnings. 


Canada 
NWR% C7P5 16WB W7P[] ZWVBB 


The CPU gets faster, so don’t let your 
concentration slip. Winning all four races in 
Canada gives you another $40,000, which 
puts you well on the way to another power-up. 


France 
ZVB3 5751 CF%3 ¢¢+63 HDC33 


lf you managed to win all the races in Egypt 
you should now be the proud owner of a top- 
grade engine. Keep your nerve, use the extra 
power the engine provides, and you should 
have no problems winning every race. Save 
your winnings until you can afford the top-of- 
the-range nitro. 


Greece 
P#B DJV #LJ1B 12¢VT GCB22 


After winning the first race in Greece you 
should have enough cash to buy the best 
gearbox in the game. Spend the cash and 
complete the range of mechanical add-ons. 
Now, winning the races in Greece should be 
a breeze... 


ireland 
WVW%2 4455 LC1M JL2FD 965LL 


Each armor power-up costs $20,000. Get 

the front first, the sides second, and the 

back last, as it gets the least use. As you have 
the best car, qualifying for the next races is 
easy, even if you don’t win the title outright. 


Britain y 
9JD5 7164 R378 6[8#Y PLJ88 


Those wet tyres come in handy, with all the 
rain you encounter! You should be able to win 
all four races in Britain and accumulate quite 
a bit of cash. It’s now time to buy yourself a 
big power-up. A $30,000 gearbox is 
recommended. 


Egypt 
72WD G605 QLWJ DR4GJ 965LL 


Don’t spend any more money on this round of 
the championship. If you can win four more 
races, you'll have enough for the best engine 
in the game—well worth the wait! Try to win 
all the races without buying any power-ups— 
the reward is huge. 


Germany 


G7P¢%[]% M65H WWYMH 743 HH 


With the money you earned in the 
French races you should have bought a top of 
the range nitro power-up. All that remains is to 
get the top of the range Gearbox and the 
assorted armour. Don't spend any of that hard 
earned cash! 


FRusS Ee Go 


Italy 
350+ B6V9 J6TO 


TV%23 FB%11 


Every two races you win earns enough for 
an awesome armor power-up. Using your 
nitro speed power-ups wisely suddenly 
becomes a big part of the game—using 
them in the wrong places can be 
disastrous. Use two or three nitros at the 
Start of a race to get to the front, then use 


the rest to stay ahead—catching opponents 
is harder than staying ahead. 


South 
America 


“%o[WD G]V8 +FNW 
JL2FD 965LL 


After the snow- 
covered circuits 
you have just 
faced, winning here 
should be a piece of 
cake. Use the nitros 


wisely, and victory should be yours. 


Spain 
J¢2H L12] D1D] 


Keep the car on the track, stay in the top ten at all times, 
and use those nitros wisely. Bear in mind is that getting 
left behind by the computer makes the job of winning 
much harder. Always keep the leader in sight, and you 


won't go far wrong. 
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Japan 


0[2H L¢eZN 3TDP 
[]L87 VQP}] 


You should have all the 
power-ups the game has 
to offer, so it is now 
purely a case of your 
driving skills against the 
CPU’s. The money you earn 
from here on is no further 
use tO you. 


FAUSE DF 


Scandinavia 
J+5M P6W] MPN] 
#(J76 TPNI[[ 


Snow rears its ugly head 
more than ever before in 
these races, and keeping 
the car on the track at high 
speeds is very difficult. It 
takes a few laps to get it 
right, but as long as you 
qualify in every race you'll 
be just fine. 


Switzerland USA 
9GVC FT8Q WGIC %BQ){ ZWVBB Y%P¢ YoN+9 [+46 
Snow is back with a vengeance. This 45B1Y LGF55 


round is the last challenge in bad weather, 
as most of the USA stages are on fine 
days. Keep the car on the road and do 
your level best to stay out of the way of 
the CPU-controlled cars—concentration 
is the key. 


Your car is the best equipped, and 
with this many power-ups all you 
have to do is avoid mistakes and 
keep on the track. The CPU- 
controlled cars can’t race any faster 
than you. 
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Bosses Ahoy! 


Orcus— The Mother of all Monsters 


This huge piece of mutant slime certainly lives up to its name—it’s one tough mother to kill. 
begins by attacking you with two huge guns mounted on either side of its head. These shoot 
yellow plasma bolts, in groups 
of five, at high speed, so be 
Sure to dodge them. Your first 
mission is to destroy these 
guns. Once you’ve done this, 
the boss’ defenses are removed, F 
so it makes no difference which Fa 
Section you shoot. 

While you're blasting, 
Orcus tries to kill you using 
one of its three remaining allt 
weapons. The first are huge, -— 
red projectiles fired from its  -. 


SRE 
OR Boaaaes 


mouth. These move very _ 
quickly and spell certain death se 
if they hit you with a direct strike. Just before firing, Orcus moves his mouth, so, as soon 
as you see this sign, run! 
Orcus’s second form of attack is to blow fire through its nostrils, toasting anything in the 
way. Unlike the red projectiles, there is no way of knowing when Orcus is going to 
do this, So keep a safe distance between 
| 7 _ you and it at all times. 
. The third and final way it will try and 
put an end to the conflict is to simply 
crush you. Anticipating the slime ball’s 
next move is an essential skill that must be 
learned. Above all, keep firing throughout 
the entire battle and make use of the 
weapons and pick-ups that appear. 
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General Akhboob 


The final conflict comes in a massive five stages. In each you 
must defeat the mad General Akhboob and then finally stop him 
from escaping. 

The General first appears in a hover-craft which he 
uses to speed around the 
screen while blasting you 
with a hail of gun-fire. The 
spread of fire makes 
maneuvering around the 
screen tough, but if you can 
anticipate the path of 
bullets, you'll find the whole 
job much easier. 

In the second phase of 
the battle, the mad General 
attacks with a barrage of homing missiles. The key to surviving 
this onslaught is not to avoid the missiles but to destroy them 
before they reach you. The best 
way to do this, is to stand in 
the middle of the screen and 
keep blasting, only moving 
away from this position for a 
weapon power-up or collectable. 

The third stage of the battle is 
even tougher. Two green heads 
appear on the side of Akhboob’s 
Ship and fire homing missiles at 
you, plus missiles are fired from 
the center of the craft. Again, _ — 
destroying these weapons is the ay to Tereating te As mers 
the best tactic is to stay in the center of the screen toward the back 
and keep blasting. If you’re standing in the right place, you should 
be able to destroy both the yellow shells and the missiles before 
they hit you. Only stray from this position for a tasty power-up. Your 
timing and on-screen positioning are the keys to success. 
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At this point, General Akhboob. 
abandons his floating ship and 
reveals his true identity—a huge 
mutant head! This massive skull is 
relatively easy to kill and only has 
two forms of attack; missiles fired 
from its mouth, and homing shells 
launched from either side. 

Dodge both of the missiles and 
try to shoot the yellow shells while 
on the move. The key to killing 
Akhboob’s latest incarnation is to keep collecting the weapon 
power-ups, while constantly blasting and avoiding the hostile 
fire. The best weapon is the grenade launcher because of its 
extreme power. Another power-up to keep an eye out for is the 
temporary invincibility. 

Once the slimy skull is destroyed, Akhboob changes for the final 
time. The new green mutant head has exactly the same attacks and 
weak spots as the last monster, so the same tactics work just fine. 
Once you've destroyed it, a small pod moves onto the screen and 
about thirty General Akhboob’s begin to run off the screen. However, 
only one is the real General. 

Your last task is to destroy all of 
them, using mines only, before 
they can escape. The most 
effective method is to lay mines in 
rows along the bottom of the 
screen. Try to avoid scattering them 
in huge groups, as it only takes one 
mine to kill an entire bunch of 
baddies and once you've used all 
your mines, it’s game over. 

lf you can destroy all the clones and the ai rabitiaa moe will 
have thal completed the mission. 
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= ome said it couldn't be done, 

Squeezing a top PC adventure game 

onto the humble Super NES, but Wolfenstein 3-D proved 
everyone wrong. The graphics capture all the look and feel of this 
monster PC game and even the sound has been converted 


» faithfully. However, as any PC owner will tell you, Wolfenstein’s strength 


is its playability and the Super NES version has this by the bucket load. 
It’s also a tough challenge. With six massive stages and loads of twisted 
mutants to blast your way past, this is no walk in the park. This expert 
guide takes you through all the baddies featured in the game and reveals 
how to make it through Von Wolfenstein’s castle in one piece! 


score ITeu 


Officers 

_ These high-ranking 

soldiers are armed with 

standard pistols. They 

‘move very quickly and 

stealthily and use their 

tactical knowledge to 

launch surprise attacks. As 

_they rely on mobility, they sl , , 
don't wear much body armor: four nistol shai is ; enough 
to kill them. Officers are usually found patroling stages 
_ alone, but it’s likely that when you come across one there 
are a few of his buddies waiting around the next corner 
planning an ambush. For this reason, once you ve killed 
an officer keep your guard up and be prepared for counter 
assaults. Officers often ambush you from behind, so 
always cover a back—unless you want to oy p with 
a bullet in a 


Giant Mutant Rats 
These huge mutant rats are as big as a nog an { twice Ss 


A good tactic when entering a 


Mutants _ 


_ These aggressive regenerated soldiers can take away your 
energy very quickly if they get close to you. They have a 
high-powered machine gun grafted to their chest and both 
arms have knives instead of hands, allowing them to attack 
with bullets and knife slashes at the same time! 
Never fight a 
mutantin 
close combat 
or you ‘Il be Siuohn from the 
blind side and be dead before 
you know what hit you. You’ _. 
discover that mutants usually 
hunt in packs, making it easier 
for them to surround their prey. 3-1 
suspected mutant-infested room is to walk with vos backto toa wall, as this 
reduces their possible anc le of attack 


SCORE 


to go eo when ature them. It’s all too easy 
n the heat of battle to cae ye ammo. 
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he official World Cup USA °94 game 

blows the socks off many of its rivals. 
Excellent graphics, addictive gameplay and a myriad of 
options guarantee that you'll be playing it long after the Cup has 
been won. Pick any team in the Cup—even teams that didn’t make 
it—design your own kits and formations, practice set pieces and saving 
penalties. Kick off with this guide to get you on the way to World 
Champion status... 


This is a simple goal that 
works well against teams 
with poor keepers, like 
Cameroon, Nigeria, Belgium, 
Colombia. It can be scored 
Straight from the center: run 
down the middle of the pitch 
and, when you see the area 
appear on screen, shoot with 
the [A] button, add a bit of 
aftertouch to the ball using 
left or right on the direction 
pad and it will fly in. 
SCORING 
The most important aspect of the game—after 
all, no score, no win. There are many ways of 
scoring a goal, but only a few of scoring sure 
goals. Here are the best for you to practice. 
This is the simplest goal and one you can 
score almost every time, especially against a 
bad goalkeeper. Run straight toward either of 
the goal posts: it’s crucial you keep as level 
with the posts as you can—a little out and the 
keeper can save or you could miss. On the 
edge of the area hold down the [A] button to 
power up your shot, then release the ball to 
tear into the back of the net. Alternately, use 
the [B] button to shoot, but risk being tackled. 
PENALTIES 
Controlling the keeper is not as it says in the 
manual: holding down [X] or [Y] and the 
direction pad allows your keeper to dive left 
and right, [A] and [UP] makes him jump. 
Saving penalties involves a large element of 
luck: you can't really follow the arrow because 
it only stops when the ball hits the goal, so 
hoping you dive the right way is the only 
option. Taking the penalty is a lot 
Using the full width of the pitch (the 
wings) is always important in a game of 
soccer and to score this goal you have to use 
the wings to set up the shot. A favorable start 
to this move is from the goalkeeper. Get the 
keeper to throw the ball to one of your 
players, then pass it along the wing. When 
you get near the corner of the penalty area 
quickly turn, line up your player with the top 
corner of the goal, hold down [A] button to 
power up shot then let go to shoot at the goal: 
if positioned correctly it will go in. 
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easier and you can score from this virtually every time. The longer 
you hold the [X] button down the higher the ball will go. To score 
every time, watch the arrow and, just before it’s in the center of the 
goal and moving left, hold down the [X] button for a second so the 
ball clears the keeper when he dives to the ground. All the keepers 
are very weak at saving shots to their left so always aim there— 
perfect this skill on the Practice Penalties option. 


PASSING 
Passing is a vital part of the game 
and a good passing movement can 
result in a spectacular goal. Long 
passes don’t work well because your 
player always stands goal-side of the 
‘player who's marking him and the 
defender always pick up the ball. 
Close passing and short one-twos 
are ideal for breaking down the 
defense. This way you work your way 
up the field a lot slower but keep the 
ball longer. Knowing the approximate position of each player helps 
because if you can’t see a player but know he plays in a certain area 
of the pitch, you can pass the ball “blindly” safe in the knowledge 
that he'll pick it up. 

lf you pass the ball into the goal area before it reaches your 
player keep tapping [B], and as his foot connects direct the ball 
toward the goal. You've got a very good chance of a score using 
this method. 
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FORMATIONS 
A good formation is the most important strategic part of the 
game: It can win or lose the match. Team formation also 
influences passing: you're not going to get very far with a 
formation of players spread wide across the field who can only 
be reached with long balls. So pick the right formation carefully. 
4-3-3 
Formation 
This is good for a passing and 
Steady-flowing game and has a 
good attack and defense. With 
three men up front and three in 
midfield it allows safe possession 
of the ball and good strikes at 
goal without bringing too many 
defenders forward. Four men in 
the back means you have a 
Sturdy guard against most 
teams’ attacks. 
5-3-2 Formation 
Choose this if you’re ahead in a vital qualifying match in your 
group and don’t want to risk too many attacks because it 
may leave your defense open to large attacks. The opposition 
will find it tough to get past five in defense and three in 
midfield, while your two attackers are poised for quick 
breakaway goals. 
3-2-5 Formation 
Good if you're against a very poor side and want more goals for 
an improved goal difference in the group table, or if you're 
behind and need to get plenty of goals quickly. While this 
formation leaves your defense very vulnerable, it increases your 
chances of a high score. Your five-man attack force also adds 
pressure to the opposing defense minimizing their attack 
options. 
4-2-4 Formation 
Another formation balanced between attack and defense. While 
leaving your midfield open, this set-up gives you a good 
attacking force plus plenty of men back in defense to cope with 
a quick break. This works well against teams with low stamina 
who slow down early into the match. Of course, if none of 
these formations work for you, you can make up your own! 
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irgin and Westwood studios have 
teamed up to bring Super Nintendo 
owners the best adventure game since Zelda II|. Packed 


Yi with tricky traps and perplexing problems to bring our would-be 


hero to an abrupt halt, Young Merlin is by no means an easy 

game to complete. This extended play guide is a complete walk- 
through solution to the entire game—you'll learn where all the colored 
gems and special objects are hidden and what they do. You'll even 
learn how to defeat all the super tough bosses in the game. So, 
enough of the small talk. Let the quest begin 


Collect the purple gem which Is directly in 
front of you when you wake up, take it to the 
pond which is also on the start screen and 
drop it in. A rainbow forms and the purple 
Section lights up permanently and a new item 
also appears by your side. It’s a Golden Star 
and this is to be your main weapon 
throughout the quest. Pick it up and it 
automatically appears on the [B] button. It 
lasts forever and should be used to kill 
everything evil you come across. 

Your next task is to collect the Orange 
Gem. Go to your right until you come to a 
living tree—if you stand around, the 


tree begins to attack you, so waste no time 
and kill it with your Golden Star. Walk past the 
tree and collect the gem plus an empty bottle. 
Now go back to the pool and throw in the 
Orange Gem—the orange section lights up 
and you get another weapon. This 


time it’s a bag of Freeze Dust, which is 
also inexhaustible. 

With your new bag of magic Freeze Dust 
you can temporarily freeze the plants in order 
to get past them. Explore the new section of 
forest until you come to a huge ax-throwing 
pig. Use your Freeze Dust to hold him for a 
few seconds and then attack with your Golden 
Stars and kill this mutant piece of pork. 

Get the relevant code and watch the 
“meanwhile” scene. Next head south until you 
find the pond which was featured in the 
“meanwhile” scene and have a chat to the 
fairy. Kill the living tree found to the south of 
the fairy pond, take the gem back to the 
rainbow pond and now go back to the log that 
crosses the stream, then south until you come 
across the lamp. 

You can head off to 
the old mine located to 
the north. Once you've 
entered this under- 
ground section, go up 
and explore until you 
find a broken section of 
ladder. Use the balloon 
to float up and collect 
the Red Gem that is 

«§ found in this out of the 
way spot. Take the gem 
back to the rainbow 
pond and collect the 
bubble machine that 


appears. With your new weapon head back to the spot where you 
killed the second living tree and use the bubble machine to imprison 
the group of goblins. This allows you to walk to the right and collect 
the fairy’s reflection, which you take back to her—task complete! 
After watching another “meanwhile” scene, go through Pindale 
forest and head to the house with the thatched roof. It’s just to the 
south as you exit the forest. Pick up the spanner, which is outside 
the house, then quickly hide and watch the ensuing family dispute! 
Now head back through the forest and go to the entrance of the 
mine section, where you use the spanner on the upside-down mine 
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cart. This knocks the wheel off, you pick it up and enter 
the mine once again. 
You must now explore the mine until you come across a 
Skateboard-like contraption with a wheel missing, which is 
SOmewhere around the north-west corner of the map. Use the 
freeze dust and golden stars to kill the Vikings found throughout 
this section. Once you've found the cart use the wheel on it and get 
ready for the ride of your life! The cart section is a matter of trial 
and error and you get infinite lives to find the hidden doorway 
which is in the south-east 
section of the mine. 
Once you've discovered 
the hidden cave deep in the 
mine, the next section of the 
game really opens up. You 
must negotiate a trick 
underwater section and get to 
the other side to collect the 
blue gem. You get three air 
bubbles to rely on before you 
die—unless you can get to the 
mermaids hiding in the rocks 
for extra air. To get out of the 
water you must use the balloon 
when you're standing in a shaft of light. Once you've got the blue 
gem, head all the way back to the rainbow pond and drop it in. 
Collect the new item that appears—a giant bubble. Use this in 
the underwater section and you'll find you have double the 
amount of air. From here, head back through Pinedale forest, 
and once on the other side go to the east and then north. You'll 
find the wizard Merlin: have a chat with him and he 
explains he has lost the key to his house which you 
have to find. 

The key is hidden in the hedged maze to the north 
of Merlin’s house, which you should enter by the 
south-west corner, and look around. As well as the 


key—your priority—there are a few other useful items hidden in 
here: one red rose, one empty bottle and one extra heart for your 
energy bar. Wander around until you stumble across these 
useful things, remembering that some 
of the hedges in the maze are actually 
false and can be walked through. Use 
the Golden Stars and the Freeze Dust 
to kill any goblins encountered while 
exploring. Now go back to Merlin and 
give him the key. He'll go into his house 
and make you a goldfish bowl and ask 
you to rescue his pet from the 
underwater section. 


Go back to the underwater section and use the giant bubble to 
give yourself more air, then head straight to the south- 


west tip of the map where you find 
the goldfish that Merlin wants back 
So desperately. It’s back to Merlin’s 
house where you give him his long 
lost pet, and in return he gives you a 
huge spring. This may seem useless, 
but in reality it’s crucial to continuing 
the game. You'll find this out if you 
go underwater until you reach the 
Shaft of light in the north-west area 
of the map and use the balloon to get 
out. You can now use the spring 
Merlin gave you to bounce across the 
gap and get into the castle courtyard, 
which is on the other side. Collect the 
strange looking item—which is a warp—and when you begin to 
explore the dungeons you can use this to transport yourself back to 
the start, should you get lost. 

When you enter the dungeon courtyard you'll be confronted with 
three pictures: one of a daisy, one of a yellow tulip and one ofa - 
rainbow, each with a bowl underneath. To the left is a 
huge dragon’s head with a doorway 
beneath it, blocked by a roaring fire. Fill 
three bottles with the water from a 
fountain where the corresponding flower 
grows. The rainbow water comes from 
the rainbow pond where your adventure 


Started, the yellow tulip water comes from the pond 
where you found the fairy who lost her reflection, and the daisy 
water comes from the fountain just before the giant pig you killed 
earlier. The third bottle is found hidden deep in the mine section— 
you'll have to walk through a wall to your left in order to get it. Once 
you've got all the bottles filled, head back to the dungeon courtyard 
and pour the contents into each bowl. The fire now goes out, 
allowing you to enter the castle proper. 

The castle section is full of small pushing-block puzzles which 
must be solved in order to gain access to the next room. None of 
them are particularly hard, but should you make a mistake 


and push a block in the 
wrong place, simply use 
the four-arrow icon to take 
you back to the last restart 
point you crossed—these are 
the huge arrow icons on the 
floor—as doing this resets all 
the blocks in the castle. 

First head for the south- 
east point of the map where 
you'll find the green gem. 

— Collect it and then take it all 
the way back to the rainbow 
pond. Once you've thrown it 
in, you get the magic mirror, 
which is very important. Back 
at the castle, explore until you 
find a armor-clad knight who 
tries to block the corridor. 


Use the mirror to make a double of yourself, 
which confuses the guard and lets you dodge past. Now go 
north and you come across a prisoner and a hole. You 
cannot go down the hole until you've freed the prisoner and 
to do this you'll need a blue key which you get by defeating the 
castle's master—a huge green blob of slime found in the west side © 
of the castle. : 

You cannot hurt him while he is in his giant form, so wait for 
him to turn into separate blobs and then use the Freeze Dust to 
hold them while you blast ‘em with the Gold Stars: killing them 
individually makes your job much easier. Go up into the next 
room, which has a conveyer belt plus a rock-crushing machine, 
and in the top left-hand corner is the all-important key. Head back 
to the prisoner and free him, and in return he gives you a save 
code. At long last you can go down the hole and into another mine 
cart section. 

This mine cart section is harder than the last one and has some 
new features which make young Merlin’s life much harder: the track 
now has broken sections and this forces you to take some 


sections on two wheels and also heightens the chance of falling off. 
Plus, in order to get onto some sections of the track, you need to 
use bumpers, which makes navigating much harder. Your goal here 
is to get to the west side of the cavern and over a gap which can 
only be accessed by cart. There is no substitute for playing this 
section and learning the track routes yourself, because before long 
you'll be able to work out the route you need to take 


easily. When the cart comes to a halt pick up the rock that you see 
on the pile and then walk over to the bucket lifter—on the wall to 
the north—and jump on. It takes you up into the room above which 
is the one you got the blue key from earlier. Put the rock on the 
conveyer belt and let the machine do its work. It crushes the rock 
and makes it into the Purple Gem, which you pick up and take back 
to the rainbow pond. As you try to exit the castle, a giant ginger- 
bearded monster appears and blocks your path, using eyeballs with 
wings to attack you. They attack in groups of three—kill them with 
the Gold Stars as they appear and before long he'll disappear in a 
huff. Continue on your way and exit from the castle and take the 
gem back to the rainbow pond. 

Once the purple gem has been thrown into the pond you get a 
few extra items: a fire stick, a rainbow gem, a password and a very 
important ‘meanwhile’ scene—watch this carefully for a great idea 
of what you must do. You’ve got to use the Rainbow Gem 


in that strange door thing, giving you the ability to teleport to the 
Rainbow Dimension where you'll find the real bosses of the game. 
The teleport door is found by Merlin’s house on the east side of 
Pinedale forest. That should be your first port of call. Throw the 
gem into the teleport door and a Rainbow Gate appears, giving you 
the ability to move between the two dimensions. 

This is where the battle against evil begins in earnest—but 
before you rush off, there are a few things you should know about 
the Rainbow World. The entire dimension is split into separate 
sections, accessible either through the huge plant teleporters found 
dotted around or the underground network reached through the 
doors that look like pine cones. 

This section has one main task—you must find five flowers and 
then take them back to the Real World, planting them to gain extra 
Special items that let you progress in the rainbow dimension and 
launch an attack on the final guardians. You have to plant the 
flowers by a tree stump with a heart carved in the middle 


of it, near Merlin’s house. You must first have a wooden 
heart—found dotted around the Rainbow World—which makes an 
area of earth appear for you to put the flower in. To make life 
complicated, you must plant them in the correct order. So finding 
the correct flowers and the many wooden hearts—all of which are 
well hidden—is your initial task. | 

The first flower you need is the yellow tulip and this is found by 
the fountain north of where you killed the giant pig at the beginning 
of the quest. The wooden heart you need to plant the flower is found 
in the Rainbow World and is not hidden, so you should have no 
problems finding it. When you plant this, you receive the Silver 
Stars which replace the Gold ones and are far more powerful. Next 
you need the rose which you should already have collected from the 
maze north of Merlin’s house. The wooden heart you need to plant 
the flower is not hidden and should prove easy to find, and for 
planting this flower you receive a comb. 

The next flower you need is the daisy and this is by the pond 
where you met the fairy who lost her reflection. It’s just 
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next to the bottle sign. The only problem is you don't 
have any wooden hearts to plant it with and this is where the comb 
comes into its own. Go into the Rainbow World and find the screen 
full of nasty plants. At the bottom of this screen you'll find a 
wooden heart guarded by two flowers and, if you use the comb, the 
flowers momentarily forget they hate you and fall in love, giving 
you the chance to collect the heart. Now take it back to the tree 
stump and use it to plant the daisy, for which you receive 


a powerful Freeze spell. 

The next flower you need is 
a yellow fox-glove hidden 
behind a row of three red 
mushrooms. The only way to 
access this screen is to use the 
underground network beneath 
the Rainbow World—the exit is 
to the south of the under- 
ground cavern. Once you've 
found the mushrooms, use the 
Freeze spell to make them 
disappear and then walk 
south to collect the flower. 


The wooden heart to plant your newly acquired 
flower is in the underground section again. 
Explore until you discover a huge spider-like creature. To 
kill this creature you must use a combination of the Freeze 
spell and Silver Stars. Freeze the spider and its pouch 
(which is to its right) and then hit the baby spider-spitting pouch 
with a silver star until the pouch explodes and the spider retreats— 
you re left with a wooden heart. 

Take the heart back to the tree stump and use it to plant the 
flower for which you receive an egg timer. Just one more flower 
and wooden heart to go! You must now go back to the point where 
you killed the giant spider earlier and follow the path north until you 
come across a gate with a pressure pad just in front of it. Stand on 
the pressure pad and use the egg timer to slow time down and give 
you a chance to rush through the gates before they slam shut. 

Just beyond this gate you'll find both the flower and the wooden 
heart you need. Head back to the tree stump for the last time. Your 
final gift from the tree stump is another passcode and the very 
powerful Thunder Magic spell. With this section of the adventure 
complete, head back to the underground pressure pad gates and go 
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When you exit the door you’re confronted by a huge 
red dragon who guards the entrance to the underground stronghold 
of the Rainbow World goblins. Killing him is quite a task and the 
method is not too obvious to begin with—you need to use a 
combination of the egg timer and the Thunder Magic. Stand to the 
one side of the dragon and then just before he blasts you with his 
fiery breath, use the egg timer to freeze him. Now quickly run 
around to the other side of him so he cannot see you. When the 
Freeze Magic wears off, the dragon will be surprised not to see you 
ready to take your toasting and blink for a few brief moments, 
which is when you use the Thunder Magic on him—this is the only 
way to get rid of the beastie. The entrance brings you out at another 
mine cart section, and this time the track is full of problems and 
danger. The object of this section is to locate four hidden rooms, 
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each of which 
has a boss in it guarding 
the captured Merlin, the 
fairy or the wood cutter 
and his daughter. You 
must use the cart to find 
each of these doors then 
kill the boss and rescue 
the person. 

The doors can only 
be done in a set order 
and are guarded by a 
huge red ball, leaving you 
with only one to do ata 
time: finding the correct 
door is a challenge in 
itself. The first door you 

need is in the 


south-west corner of the map. When you've jumped off the cart 
you’re faced by a door with an emblem engraved on it: to open 
the door you must use the appropriate item, in this case the 
Thunder Magic icon. Enter the door and go along the 
corridor until you come to a mirror which seems 
impassable. Use the Mirror icon and you can get past 
this transparent problem. The boss is another giant 
spider, but the tactics haven’t changed since your last 
battle with him. Use the Freeze spell to chill him out and 


then attack the spider pouch with the Silver Stars. When this is 
destroyed, he attacks you with huge webs and throws smaller 
spiders at you, so keep moving and freezing him with the spell, then 
blast him with as many Sliver Stars as you can. You have now 
rescued the wood man and to show his gratitude he gives you a 
bottle of energy. 


The next door you need to find is in the south-east 
corner of the map. When you get there you need to use the Freeze 
icon in order to gain access to the lair of the boss—the giant pig, 
back again and twice as tough. The tactics are the same, using the 
freeze dust to stun him and then attacking with the Silver Stars. The 
smaller pigs that surround him make this task much harder than it 
sounds, but with a little practice you should be able to overcome 
him easily. Now the fairy will be able to escape from her cage and 
will give you full energy again. 


The third door is to the west side of the mine and should be easy 
to get to, but you need to use the bubble-blowing item to get in. The 
boss is the huge blob of slime that you faced in the castle earlier in 
your quest and he has got your old friend Merlin glued to the wall 
with slime. Killing the slime while he’s in the giant form is still 


before your mirror image 
disappears, but be sure to get the 
job done because if he re-forms, all four 
blobs will be back next time he changes. 
As you come down the stairs from blob’s 
lair and get back on the cart, go directly east 
without taking any turns at all and you’ll come 
right to the next door. To open the final door you 
must use the lamp item, so put it in and prepare 
yourself for the final conflict. Make your way 
through the small dungeon heading towards the 
south and before long you arrive at the lava- 
Surrounded final screen. The battle starts with the 
king goblin putting the woodcutter’s daughter in a 
bubble and the gates then close behind our hero, 
impossible—wait for him to break up into the four locking the room. The first thing he uses to attack you with are 
smaller blobs and then attack them. If you don’t kill all four blobs three sets of three flying eyeballs. You must use the 
quick enough, the dead ones regenerate and you then have to kill 
them all over again. And this is not the only big problem: the blobs 
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actually home in on your position and all it takes is one 
touch to kill you outright. The way to avoid this is to use the Mirror 
and just as the giant slime beast breaks up into the four blobs, 
make a double of yourself. Now use the Freeze Dust to prevent the 
blob you attack from moving and hit it with the Fire Stick which 
kills them in one blow—the Silver Stars are faster firing but are 
simply not powerful enough. Quickly repeat this process 


the hero with the balloon and the bombs explode without harming 
you. Now the room goes dark—quickly use the fire stick to re-light 
up the place—if you hang around two red eyes will come across 
and kill you. The king goblin has transformed into his true form—a 
winged demon who begins to throw electroballs at you. He throws 
two groups of two—deal with them in the same way you did the 
goblin bombers and use the balloon just as they get into range. He 
now takes to the air and flies off to the right-hand side of the 
screen. Quickly, move left and use the Silver Stars to smash the 
bubble holding the girl, who then gives you the Golden Necklace. 
Now move across to the right of the screen and confront the 
goblin king for the final time. He lunges at you, so use the Mirror 
image to confuse him. When he’s caught in the center of the 
screen after an unsuccessful lunge, use the Golden Necklace to 
send out a bolt of electricity and you'll see his skeleton as the 
electricity moves through him. Repeat this process a couple of 
times to destroy him. 


umn Fire Stick to kill them and the Mirror to confuse them. 
Next he sends four of the small goblins carrying bombs ona 
kamikaze mission. Just as they close in on you, inflate 
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emember those old ‘B’-movies from 

the Sixties? Well Zombies draws 
inspiration from this era of cinema history and turns it into 
one of the best Super Nintendo games ever released. In Konami’s 
classic you have to take on just about every adversary in the ‘B’- 
movie book, including vampires, chain-saw murderers, axe-wielding 
babies, zombies from hell and even a giant mutant toddler! The 
graphics are colorful and extremely varied with some of the weirdest 
baddies you're ever likely to see, and the sound is also atmospheric and 
somehow manages to capture the feel of those classic films. That’s not to 
say Zombies is an easy game—in fact it offers quite a challenge to any 
would-be undead killer, with 45 levels and thousands of enemies—this is 


“one tough game. The following guide gives you the lowdown on the best 


weapons in the game, where to use them and what on. 


Squirt Gun 


The basic weapon of any good zombie slayer, 

the water gun is a fast-firing weapon with a 

good range and is very easy to find. Use this 

weapon when you're exploring a new level or 

just wandering around trying to find hostages. 

There are plenty of refills so running out is nearly 

impossible. The water gun isn’t all good news, 

though, it does lack power—particularly when 

you come up against an enemy with strong 

armor, the mad lumberjacks for example. When using this gun against big enemies, always give 
yourself plenty of time to get a few good shots in or you'll end up taking hits. 


soda-Pop Cans 


These highly explosive cans of fizzy soft drink 
act like grenades, exploding on contact with 
the ground and killing any zombies in the 
Surrounding area. The trick to using this 
weapon accurately is knowing exactly where 

the can will land at any given time—if you 

anticipate it wrongly, the zombie will get too 

close and the can will land behind him, doing 

you no good at all. One plus point is that cans 

can be thrown over walls or hedges to 

waste enemies before they get 
close. You'll find this particularly 
useful if you need to kill something 
like a lumberjack and have only a 
small amount of energy left. 


Bazooka 


One of the most powerful weapons 
in the game, the bazooka can be 
used to kill almost any adversary 
with one shot. You can find 
bazooka ammunition spread all 
over the place, and as a result you 
don't need to be to sparing when 


you use it. A single shot from a bazooka shell kills tough baddies 
like lumberjacks, evil Tommy dolls, mummies and even lizard men, 
So if you’re in a tight situation, cornered by a monstrous creature, 
this is the weapon to choose. There is an extra use which the 
bazooka has to make it even more valuable: you can use it to 
destroy parts of the scenery; for example sections of hedge in the 
maze levels can be destroyed with one well-placed shot. And not 
only hedges, boxes in the warehouse levels, windows in the 
shopping malls and false walls in the pyramids can all be destroyed 
by this amazing projectile, making it much easier to forge your own 
path ahead and save those humans. 


Fire Extinguisher 


Another weapon boasting dual uses, the fire extinguisher is quite 
powerful. Like the bazooka, it can be used to take out the game’s 
, ga toughest enemies. When 

y using the extinguisher, be 
< Sure you know its range 

before you go into close 
combat—it’s all too easy to 
get surrounded if you're not 
used to using this weapon. 
The second use is putting 
out fires on levels such as the 
ghost castle where secret 
passages can be hidden 
behind fires. You don't want to 
miss out on those bonus items or even that last, solitary neighbor, 
SO make sure you’ve saved some ammo for them. Extinguisher 
icons aren't all that common—always make sure you've got some 
in reserve as your life may depend on it. 


» SUPER NINTENDO 


SELECT 


Weed-Eater 


This strimmer-like weapon looks weird, but in certain parts of the 
game you'll find it essential. Its main use is to cut away the deadly 
fungus found in several outdoor sections of the game. This fungus is 
poisonous to the touch and in most instances it blocks either the 
way forward or the route to the next hostage, so getting past with 
your life intact is 
essential. The strimmer 
cuts down the fungi 
making a safe path for 
your character to walk on. 
You can also use this item 
for killing enemies, but 
this is recommended to 
be employed only as a 
last resort after all your 
other weapons have run 
out. It requires you to get 
dangerously close to the 
zombies and this is 
always tricky. 
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level codes 


Attack of the 


Level 29: XLZG 
Level 33: WJQK 
Level 37: BZVG 
Level 41: BRPK 
Level 45: VLHX 
SUPER BONUS LEVEL: BCDF 


Level 05: FHRX 
Level 09: NBGW 
Level 13: RFCR 
Level 17: RKYL 
Level 21: PXBG 
Level 25: XYLZ 


START 


Actraiser 

Make it rain over the forest in the 
North-East and the folks there 
give you an extra life. 


pons Code: 196420 
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Battletoads and Double 

Dragon 

To access a secret Warp Screen and gain ten bonus lives, press 
[UP], [DOWN], [DOWN], [UP], [X], [B], [Y], [A], then [START] 
on pad two, on the Character Select Screen. 


Cybernator 

Highlight “Option” icon on the title screen and hold [UP], [R], 
[L] and press [START]. Select “Free Play” and get infinite 
continues. 

Dodge everything, all the way through level one, so you get 
to the guardian without having killed one single sprite. Kill the 
guardian (you can shoot now), and on the next level you'll have 
an inexhaustible Napalm Flame Thrower. Sorted! 


Gods | Goo a ; wonege | Hole In One 
Temple Password: SD1 ~ Lev fe | 2 me |f you'd like special, magic 
Labyrinth Password: MGB wat i “Cr a, ay Pech ae | an ea clubs just enter your name as 
Underworld: BMH Three Ct m dB snd, C METALPLAY. 


Lemmings 

On the title screen, hold 
[SELECT] and press [START] to access a 
secret second Options Screen. 


Hunt For Red 
October 

Press [Y] eight times when 
paused to select the level of 
your choice, or if the tunes 
grate your nerves, press [UP] 
and [DOWN] while holding [A] 
and [B] to make yourself the 
strong, silent type. 


Jacki Crush 
Enter aS many 5's as you 
can on the password screen 
to play with countless 
points and too many balls to 
count on fingers, toes, or 
pixels for that matter. 


Grand Prix 
When viewing the 
Starting grid, hold 
[SELECT] and press 
[B] to alter your 
position. 


John 
Madden 
Championship Finals 
code: GDRFDDMC 
Super Bowl code: 
BBBB5NZ5C 


John Madden ’°93 
Dallas vs Greenbay: DJGPBBKC 
Dallas vs Philadelphia: DJLPBBPC 
Dallas vs Cincinnati: DFRNCFVC 
Houston vs Cincinnati: MNGLBBVC 
Houston vs Kansas City: MNLLBBFD 
Houston vs Greenbay: MNRLBDMD 
Chicago vs Washington: DFGNBBFC 
Chicago vs Greenbay: DFLNCBLC 
Chicago vs CincinnatiDFRNCFVC 


Krusty’ s Super Funhouse 
Hold [X] and press RESET four times in a row. 
When you begin you'll be on the final evel with a 
more than adequate 50 lives. 

Alternately, enter your password as JOSHUA 
with a space before the first letter and after the last 
to enter any door in the game (holding [L] and [R] 
replenishes your pie supply). 


Ninety nine lives are yours, once you've 
found the caves on level five. Fall down the 
first hole you see to the right, and keep going 
right (past Tinkerbell) to a 3-Up and leaf. 
Grab the three lives, kill yourself once and 
they reappear. Repeat at leisure! 


Level Code 

Two SKINNER 
Three SCRATCHY 
Four BARTDUDE 
Five BOUVIER 


Lost Vikings 
Press [X], [Y], [A] and [B] 
simultaneously for a level select. 


(Magic Sword. re 
Destroy. both blocks on floor 34 and keep a” 
close eye on the pillars. Hit the fourth pair 
of pillars on the left and a Warp. appears to 
take you to cee : 


Level Codes 

2—GR8I 11—VLCN 20—BIRY 29—8BLL 

S—ILPI 1{2—QCKS 21—JNKR 30—IRDR 

4—GRND 13—PHRO 22—CBLI 3i—FNIM | 

5—LLMO 14—C1RO 23—HOPP 32—WRLR | FIRST ROOM 

“p : —— lll a ees—<“Ci‘_l_lOO”s*s*zSOSOSCS®S Door 1 PVV23CZ 

uk 3 ea ee! | @-1RSS +j(6 JVNN 23 - V8iR OMT Door 2 FCBSB6W 
Sp gk enol a 8—PRHS 1/—ITRS 26—NFL8 35—FRGIT Door 3 YHYAMLZ 

- ee pete hee | 9-CVRN 18—JLLY 27—WKYY 36—4RN4 Door 4 — Y4MOPFW 

Zon oY 10—BBLS 19—PLNG 28—CMBO 3/7—MSIR Door 5 — GSF96CZ 


| Mario is Missing 
Do you want him back? Well, if 
you're a sucker for dungarees... 


SECOND ROOM 
Doori =—=—=—=CGK/46YF 
: — Door 2 NBGR6CF 
Mo rtal Ko riba fie ye Door 4 X42KLDK 
Turn Goro Silver! Fight the Endurance if a om.” ' ce oe 
Three match as Rayden, and after } a f " ae THIRD ROOM | 
performing your death move, Goro will — , se = BB Door 1 DWV6P78 ~ 
appear as a shiny, metallic, — ae Ve Door 2 PCD1384 
T-1000 creature. He returns to , : Sila 7» * B® Door 3 _ DJ49L73 
normal when you’ve whupped : > s Door 4 DOFKPTR 


ne ae : Door 5 TTMGMOM 
A double flawless on the Pit ee : 


Stage brings Reptile out of hiding. | ——_— FINAL BOSS: 7PF*M86 


APPENDIX 


Pushover 


Passwords 
1—00512 
2—01536 
3—01024 
4—03072 
5—03584 
6—02560 
7—02048 
8—06144 
9—06656 
10—07680 
11—07168 
12—05166 
13—05634 
14—04610 
15—04098 
16—12290 
17—12802 
18—13826 
19—13314 
20—15362 
21—15878 
22—14854 
23—14342 
24—10246 
25—10758 


Super Double Dragon 


26-11 (82 
2/—|12/0 
20-9222 
29—09734 
30—08718 
31—08206 
3224990 
33—29614 
34— 26126 
35—25614 
36—27662 
3/—28174 
38—2/150 
39—26638 
40—30734 
41—31246 
42—32270 
43—31758 
44—29726 
45—30238 
46—29214 
47—28702 
48—20510 
49-2 1022 
90—22046 


91—21934 
Je 23002 
03—24094 
04—23070 
Jo 22000 
06—18494 
5/—19006 
98—20030 
Jo 19518 
60—17470 
61— 1/962 
62 [695d 
63—16510 
64—16511 
651/022 
66—18047 
6/1/5359 
68— 19583 
6920095 
70-1907 
(| 16959 
(2 22095 
/3-2316/ 
74—24191 
(3-303 /5 


(621631 
7/—22143 
78—21247 
(920/39 
60 2007/ 
81—34939 
82—30463 
Go 2 Jo)! 
84—31999 
G5-3ca || 
86—31487 
8/—309/95 
88—268/9 
89—27647 
90 266/1 
91_ 20199 
92-2611 
U3 <0023 
9429099 
95_ 25081 

96—08703 
U/—U92 15 
96 —/0239 
go 09/¢/ 


100—44543 


otart a two-player game in Mode A, and engineer it so 
that each player has just one continue left each. When 
the continue message appears on the screen, hit 

[START] on both controllers simultaneously to restart 


with seven continues each. 


Pocky & 

Rocky 

To access any level, press [A], [A], 
[A], [A], [B], [B], [B], [B], [A], [B], 
[A], [B], [A], [B], [A] and [B], while 
holding [X] and [Y]. 


Pilotwings 

If you've mastered this wicked 
flight sim, enter this code on the 
password screen for an 
altogether scarier aerial 
challenge: 882943. 


Populous 

Anytime during play, press [A] then [B], then hold the [L] button and press ‘em again 
before holding [L], [R], [A], [B], [X] and [SELECT]. Go to Swamp icon and press [B] 
for a spontaneous energy boost. 

sim City 

To get your Transport, Fire and Police 
services to work Tor free for a whole year, 
Save your game at the end of a tax 

year and just reload tt. 

Choose’ any map from 1-999 
from the “Start New City” option. 
Now select “Goto Menu’ from 
the map, select “Start New City” 
from here and you can choose from 
1,998 new ones. 

To earn a million big onés, blow all 
your cash tn one year and when the tax 
screen appears, hold [L] and exit it..Go 
back and increase spending to 100%, 
then exit again and release [L]. When 
folks start squandering their hard- 
earned you ll rake in $1,000,000! 


Soccer Kid 

Level Code (with Cup piece) 
Two DCBLRFGNPF 

Three = TNLPQCGKPJ 

Four MMLPTTGKFJ 

Five HFLPJQHPPF 


Street Fighter ll Turbo 

To disable all Special Moves, press [DOWN], [R], [UP], [L], [Y], [B], [X] and 
[A] when the Capcom logo appears. 

To pump the Turbo Speed up to a whopping ten, do the above on pad two 
when the Capcom logo shows itself. Be warned, you gotta be quick to make 
this one work! 


Striker 
To play as the incredible Elite 
Programming team, enter this 
password: BCDFGHJKLMPQRST 
and disregard the “Incorrect 
Password’ message. Go team 
selection... and watch out for that 
Landucci chap, he’s an animal! 
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Taz-Mania Super Mario: 
lf you crave to sample levels The Lost Levels 


beyond your playing skills, On world 1-1, find the first C-shaped 
simply press [SELECT] on the platform with a Koopa patrolling it. Hit the 
Options Screen followed by second block from the left to get a Red 

[A], [Y], [A], [Y], EX], [Y], [B], Mushroom, and hit the blocks below it to 
[A], [R] then [L]. launch it from the platform so you can 
collect it. Destroy the furthest left-hand 
block and the one to the right of the 
Mushroom block, trapping the Koopa on the 
right-hand block. Standing on the 
Mushroom block, smash the blocks above 
in order, starting on the left, but leave the 
top two. Now jump over and land on the 
Koopa, which, done correctly, will earn you 
a 1-up every time you touch the Koopa. But 
watch the time limit. 


Super Star Wars 
On any of the sideways-scrolling levels, hold [A],. [B], [Y], [X] and [SELECT] on pad 
two. When you release them, X and Y coordinates should appear by your character, if 
they have, you're invincible and solid walls are no obstacle. 
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Tiny Toons 
Level Password 
One Babs/Gogo/Montana Max 

Two Plucky/Bookworm/Elmyra 

Three Montana Max/Calamity Coyote/Shirley 
Four Bookworm/Plucky/Babs 4 
Five Gogo/Calamity Coyote/Li’ Beeper . 
Six Montana Max/Babs/Sweetie : 
Level “Hard” Skill-Level Password 
One Plucky/Babs/Bookworm 

Two Lil’ Beeper/Montana Max/Elmyra 
Three —§ Gogo/Shirley/Sweetie 

Four Bookworm/Plucky/Babs 

Five Gogo/Calamity/Lil’ Beeper 
Select Sub-Game Password 
Elmyra/Shirley/Calamite Coyote 


os ™ The Rocketeer 
Action Replay For a weird stage select, press [L], [R], [L], [R] then [DOWN] 
Codes hey presto! 


on the credits screen, select your player and... 


WWF Royal Rumble 
To wrestle with the same character as your tag-team partner 
go to the wrestler select screen. Press [L] to stop the WWF 
logo moving and then press and hold [L] and [R] to make the 
background move again. Continue holding both buttons and 
press [SELECT]. Now use the selection screen to Bhoose the 
same wrestler. 
To give your wrestler a super secret special punch, wait 


The Terminator 
7E031F08 Infinite energy 
7E031C05 Infinite lives 


Tom and Jerry 
7E14FE04 Infinite lives 
7E124404 _ Infinite hearts 


Turn & Burn 


Mission Code Top Gear 2 until the screen with the text and copyrights on is about to 

Two GZWBFPT 7E1E5D29 Best computer opponents _ disappear and simultaneously press [B] and [Y]. If pu hear 
Three RRHCZJVM 008A3D01_ Use with the code below oe : ie eee has worked ag tae re in business. 

Four BPYXDLNF to allow you to play the US ' 

Five PDTBCZNJ version on UK machines Yoshi’s Cookie | 

SIX DKVWGSQK 01F80580 Use with the above code To choose any level between 11 and 99, set the round to ten 
seven GKQZBLCT 81F84060 Allows you to play the UK and the speed level to high. Turn the music off and 

Eight DCMHRPFJ Wales Useless simultaneously press [L], [R] and [START] on controller two. If 
Nine WZGNJYZX machines you hear the word “Yoshi” the trick’s worked. To play against 
Ten JDZFMLFV more challenging opponents in vs. mode, set the mode to COM 
Eleven SPBCTRRG Total Carnage and simultaneously press [L], [R], [X] and [START] on 

Twelve SPWVJKDH 7E04C803 _ Infinite lives for player 2 controller one. Again, you hear the word “Yoshi” if the cheat’s 


Thirteen LPKQBPFZ 
Fourteen TDLJGSHX 


7E048003 Infinite lives for player 1 worked. When you start the game everything seems the same 
7E048103 Infinite mines for player 1 until the computer opponent appears and he’s a different color. 


Zool Ae 7 oe 
Press [DOWN], [LEFT], [RIGHT (DOWN), (LEFT) [UP], 
Ready’ mesage appears, hold [t and pity and press UP a and (RIGHT to select any level. ae , 


‘Now you've got the power to beat your SNES! 
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car i... AGTRAISER 2 ALL-AMERICAN 
st 8S) CHAMPIONSHIP FOOTBALL CHOPLIFTER IN! CLAYFIGHTERS EQUINOX FIFA 
oe A TERNATIONAL SOCCER JOHN MADDEN ‘94 ij 

a LETHAL ENFORCERS MR NUTZ NBA JAM PM: 

BALL DREAMS RANMA 1/2 PART 2 ROCK ROLL 


= = FE meng SUPER BOMBERMAN SUPER TURRICAN 


TWMT: TOURNAMENT FIGHTERS TOP GEAR 2 
WORLD CUP USA ‘94 PLUS: WAY-COOL 8 PAGE IN: 
DEPTH EXTENDED PLAYS FOR: MEGA MAN X STREET FIGHTER 
It TURBO : YOUNG MERLIN 
The games marked with ee ee | 
symbols and Nintendo are trademarks | 


This isa CARUZON Book _ of Nintendo of America, Inc. 78185868044 
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edition. Not connected with Nintendo 


